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To Lee Morgan and Ríck Rosenbaum — 
two rabíd Age fans! Hope thís guide helps you command 


those armies with vigor, invoke those god powers without mercy, 


and annihilate the competition with a vengeance. 
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Foreword 


nsemble Studios began 

working on what would 
become Age of Mythology back 
in 1997 when we finished the 
original Age of Empires. At that 
time we established a tech- 
nology team to begin building 
from scratch a 3D engine that 
would run our third major 
game, not knowing then what 
that might be. The technology 
team continued to work on the 
engine while most of us 
conéentrated on Age of Empires II: The Age of 
Kings and the Rise of Rome Expansion. As we 
neared the completion of The Age of Kings in 
1999, we held a series of company meetings 
to help decide what would be the topic of 
our third major release. After considering 
everything from redoing the original Age of 
Empires to fantasy, science fiction, and 
modern combat, we chose mythology as 
our topic. 

That decision was heavily influenced by 
several factors. First, we did not want to stray 
too far from what had been successful for us 
already. Second, we wanted to make a new 
RTS that remained based on the human 
experience, if not necessarily history. Third, 
we wanted the gameplay to stay reasonably 
familiar. Fourth, we wanted to take advantage 
of the capabilities of 3D technology. (Flying 
units? Underwater units? Special effects? 
Dynamic terrain?) And, very importantly, 
we wanted to do something relatively new 
and fresh for our own sakes. (We had been 
making the same type of game for five 
straight years, and the natives were getting 
restless.) 


Mythology as a topic 
met all of our requirements 
and, In hindsight, we are 
hard-pressed to see what 
would have been better. Age of’ 
Mythology has been a blast to 
make, and we are extremely 
happy with the final result. 
At the game vision level, the 
topic and look and feel are 
clearly different from what 
we have done before and 
what our competitors have 
been doing. At the gameplay level, Age of 
Mythology includes a lot of innovation, 
inspired both within our team and by our fans 
around the world. Players will find it familiar 
to what they have played before, but at the 
same time there is a lot that 1s fresh and new. 

Ensemble Studios collaborated with 
Sybex several years ago to produce a strategy 
guide for Age of Empires IL: The Age of Kings, 
and we also collaborated on 7e Conguerors 
Expansion strategy guide. We weleomed the 
opportunity to work together again on a book 
about Age of Mythology. W hile we worked 
hard to provide within the game a usetul 
tutorial, a clear and very functional interface, 
and easy access to in-game (often rollover) 
help, there is a lot to discover and learn about 
Age of Mythology. This makes it very appro- 
priate to provide a comprehensive strategy 
guide for those wanting more detailed and 
more easily accessible information about 
the game. 

We were very fortunate that veteran 
writer Doug Radcliffe was available and 
willing to take on the bulk of the writing as 
Age of Mythology neared completion. He has 


done a great job providing an overall intro- 
duction to the game, descriptions of its parts 
and how to play, and walkthroughs of the 
single-player campaign scenarios. We think 
one strength of the game 1s ats flexibility — 
the many different ways it can be played and 
adjusted so individuals within a wide aud1- 
ence can find a style of game that particularly 
suits them. Doug concisely presents every- 
thing you need to know to find the style of 
game that suits you and start having fun. 

In support of Doug, we enlisted some of 
the world's best Age of Mythology players— 
the balance test team from inside Ensemble 
Studios— to provide advanced tactics and 
tips that can help average players raise the 
level of their playing skill. Chris “Swinger” 
Rupp did most of the writing of the advanced 
material, but this part of the book draws also 
on the shared experience and opinions of 
Kevin “The Sherift_” Holme, Jerry 
“Gx_ Iron” Terry (USA Champion of 
The Conguerors tournament), Matt 
“Maimin_matty” Scadding (world Rzse of 


Rome Champion), Justin “GX Bear” Rouse, 
and Nate “Redline” Jacques. Scattered 
throughout the book you will find additional 
short tips from these Ensemble Studios 
balance test team experts. Our goal was to 
enhance Doug's fundamental work and help 
create a superior strategy guide that would be 
useful for players of all skill levels. 

Part of our philosophy at Ensemble 
Studios is to strive for a high standard of 
quality in everything we do. That includes 
the stuff inside a game, hike graphics, artificial 
intelligence, game balance, music, sound 
effects, map types, random map generation, 
user interface, and overall gameplay. The 
extra effort put into this book by our expert 
testers, plus the abilities of author Doug and 
the rest of the Sybex team, are another 
example of our shared commitment. We 
believe this strategy guide will greatly 
enhance your enjoyment of Age of Mythology. 


— Bruce C. Shelley 
Ensemble Studios/Microsoft 


Now to Tse This Book 


nsemble Studios and Microsoft have 

created a landmark title with their 
third real-time strategy game, Age of 
Mythology. Expanding and refining the 
classic game elements of Age of Empires and 
The Age of Kings, Age of Mythology otters 
unparalleled variation and depth with the 
introduction of unique cultures, Gods, and 
devastating god powers. This official guide 
was written with the full support of the 
Ensemble Studios and Microsoft design 
teams, and assistance from the Ensemble 
Studios playtest team. It provides all the 
information and data a beginning, interme- 
diate, or advanced player needs to understand 
Age of Mythology gameplay, units, Gods, 
cultures, and strategies. 

Chapter 1: Managing Your Economy 
covers all five Age of Mythology resources: 
food, wood, gold, favor, and population. 
You'll discover important tips on gathering 
and balancing each resource to suit your 
current economic needs. The chapter also 
includes techniques for running an efficient 
economy, using the Market, and planning a 
strategic economy. 

Chapter 2: Commanding Your Military 
provides insight on putting your resources to 
good use by training a powerful and effective 
army. The chapter presents Age of Mythology’ 
concepts of combined arms and counter 
units. Chapter 2 also discusses ways to 
improve your military, including line 
improvements, Armory improvements, and 
unique mythological improvements. You'll 
also find coverage of naval warfare; tips on 
organization, unit selection, using god 
powers, and unit stances; and examples of 
offensive and defensive techniques. 


Chapter 3: The Greeks covers Age of 
Mythology’s Greek culture and how it differs 
from the other cultures. The chapter suggests 
god paths based on style of play, and offers 
comprehensive coverage of the Greek Major 
and Minor Gods, god powers, mythological 
units, unique improvements, and Greek mili- 
tary units. 

Chapter 4: The Egyptians mirrors the 
preceding chapter, with exhaustive coverage 
of the Egyptian culture and its differences 
from the others. The chapter describes, and 
suggests strategies based on Egypt's god 
paths, Major and Minor Gods, god powers, 
mythological units, unique improvements, 
and military units. 

Chapter 5: The Norse again provides 
exhaustive insight on the unique differences 
and god paths of the Norse, and suggests why 
your strategy also might be unique. The 
chapter also features extensive descriptions 
of, and tips regarding, Norse Major and 
Minor Gods, god powers, mythological units, 
unique improvements, and military units. 

Chapters 6-9 cover “The Fall of the 
Trident,” Age of Mythology's single-player 
campaign. Each chapter provides compre- 
hensive walkthroughs for eight missions. 
You'll get specific guidance at every turn, so 
you can meet every goal in the game. Map 
highlights presented with each of the 32 
mission walkthroughs give you quick hints 
regarding each missions battleground. Age of 
Mythology is so deep that all single-player 
missions can be completed in thousands of 
different ways. The walkthroughs presented 
in these chapters offer proven, but not the 
only, solutions. 


Chapter 10: Advanced Economy begins 
our advanced tactics chapters. Written by 
expert Age of Kings and Age of Mythology player 
Chris “Swinger” Rupp, Chapter 10 provides 
vital instructions on running an impeccable 
economy, and includes the use of hot keys, the 
importance of villager flow, and an advanced 
look at resources. 

Chapter 11: Advanced Military 
offers Chris “Swinger” Rupp's insight on 
advanced military techniques. It explains the 
advantages and disadvantages of three primary 
approaches to playing Age of Mythology; 
further discusses the concept of combined 
arms; talks about mieromanaging battles; and 
covers the use of control groups (with unit 
grouping examples). 

Chapter 12: Advanced Greek Strategy 
includes Chris “Swinger” Rupp's advanced 
tips and tactics for Age of Mythology's Greek 
culture. You'll find ways to use the Greek 
culture’s unique characteristics and Major 
God benefits to your gameplay advantage. 
Two sample Greek strategies— The Poseidon 
Cavalry Raid and The Hades Archer Rush— 
are included, to give your Greek culture a 
kick-start! 


Chapter 13: Advanced Egyptian 
Strategy includes Chris “Swinger” Rupp's 
advanced tips and tactics for Age of Mythology’s 
Egyptian culture. Similar to the Advanced 
Greek and Norse chapters, “Advanced 
Egyptian Strategy” provides techniques for 
using the Egyptian culture's unique differ- 
ences and Major God benefits to your advan- 
tage. Two sample Egyptian strategies— The 
Ra Sphinx Attack and The Isis Turtle—are 
included as guidance to help your Egyptian 
play. 

Chapter 14: Advanced Norse Strategy 
polishes your techniques for using Age of’ 
Mythology's most unusual culture. Chris 
“Swinger” Rupp's advanced tips-and-tactics 
discussion covers the unique differences of the 
Norse from the other two cmvilizations, and 
Norse Major God benefits. T his chapter also 
offers two sample Norse strategies—the Loki 
Myth Unit, Hersir Rush, and the Thor 
Throwing Axeman, Dwarf Attack. 

The Appendix provides comprehensive 
statistics for all of the three civilizations’ mili- 
tary units, mythological units, and 1mprove- 
ments. The section also contains a complete 
list of military and economic improvements, 
counter units, and Relics and their benefits. 
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aging war, commanding groups of mythological creatures, 


invoking devastating god powers, researching powerful 
ew technológies —it’s all part of the incredible Age of Mythology 
gperience. But none of these things would be possible without the 
sources required to fund them. In Age of Mythology, economy ís the 
ackbone of your civilization. 


his section covers Age of Mythology ’s basic economic concepts. 
includes a profile of all five resources and the effects of improvements 
n them. We show how strategy should dictate your economic focus, 
ow to run an efficient economy, and how to use your Market and trade 
balance resources and create an additional income. For advanced 
conomic strategies, check out Chapter 10, written by expert player and 
nsemble Studios tester Chris Rupp. ien 
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Resources 


Without resources, it's impossible to train a military, advance to the next Age, or even erecta 
viable defense. There are five resources to collect or gain in Age of Mythology, and each plays a 
vital role—some more than others, depending on your game situation. 


‘This section covers Age of Mythology's five resources: 


Eerde te Hele for alt food, wood, gold, favor, and population. Some resources 


general and culture-specific are available in different types, such as food, and some 
resource Ímprovements, check the civilizations collect certain resources differently, such as 


Appendix ín the back of thís book. 


favor. Each culture also has a different place to deposit 
resources. You'll find info on the resources here, as well as 


charts nik: all ie economic improvements that can be made to each resource. 
Table 1.1 shows where each culture deposits its collected food, wood, and gold, and 
where it gains favor. 


CULTURE FOOD WOOD GOLD FAVOR 

Egyptian Granary, Town Center, Dock LumberCamp, Mining Camp, Monuments 
Town Center Town Center 

Greek Granary, Town Center, Dock Storehouse, Storehouse, Temple 
Town Center Town Center 

Norse Ox Cart, Town Center, Dock Ox Cart, Ox Cart, Combat (especially with Hersirs) 
Town Center Town Center 


Table 1.1 Resource Deposit Sites per Culture 


Food 


Food is the most important resource in Age of Mythology because it funds villagers, or resource 
gatherers, who in turn generate more food and other resources, which in turn are used to 


ESTIP 


| Egyptian laborers 
| gather resources 
slower than other 


cultures. The only way 
the Egyptians can ever 
achieve Greek rates is 
with Book of Thoth 
improvement. 

— Greg “DeathShrimp” 
Street 


) XX Chapter 7: 


build structures, train military units, or advance to the next Age. It's a domino 
effect where everything can be traced back to food. 

It's nearly impossible to develop an effective strategy that ignores food. 
While it's possible to concentrate on other resources and perform effectively, 
food will be your primary resource, particularly in the first Age and even into 
the second (see Figure 1.1). As the game progresses (when you have plenty of 
villagers), food becomes less important and other resources assume center 
stage. 

There are five ways to harvest food-—herding, hunting, foraging, farming, 
and fishing-—and all of them produce at different rates. Some methods even 
require other resources! Generally, you should collect food starting with the 
fastest available method, then move on to slower methods when your first 
sources have been exhausted. That means you'll usually start with hunting, 
then go to foraging, then herding (after the animals have had time to fatten), 
and then farming. The map layout also plays a key role. For instance, fishing 
can be substituted for farming, on a water map. If there are no wild animals 


Managing Your Economy 


near your start position, begin foraging 
until you can hunt effectively. Let's 
look at the five methods in detail. 


erding 
The “herdables” are domesticated 
animals that can be controlled instead 
of hunted. (Chickens are the excep- 
tion: They can't be controlled, but they 
also don’t run away, or attack villagers.) 
Herdables are positioned randomly on 
the map and begin unaligned but 
waiting to be captured. To capture a 
herdable, move one of your units 
within the animals line of sight. Once 
captured, the herdable can be moved to 


Figure 1.1 Food ís your primary concern at the beginning of 
any location, though most likely the game. You need more food to fund more víllagers! 
toward a Town Center, Granary, or Ox 


Cart to prepare for processing. 

It's possible for an enemy player to capture one of your herdables if one of your units isn't 
close by. Protect these food sources well by keeping a unit close as you escort the herdables 
back to base. 

In Age of Mythology, the herdable units—goats, pigs, and cows—actu- ESP 
ally fatten, or increase their food potential, over time. (Each herdable has a an 
maximum value, however.) So, while it's important to seek out as many 
herdables as possible (even stealing your enemy’s animals), it's unwise to 
process them early in a game. Instead, use two of the other food-gathering 
methods—hunting or foraging— before processing the herdables. | ne 

Like all animals in Age of Mythology, herdables slowly decay after being {jj Pentforget to look 
killed. As the animal decays, the amount of food you're able to collect en 
decreases. Therefore, it's important to retrieve as much food as possible 


those brown spots? 
Those are food! You 


before the animal decays completely or stops providing food. NE Ae staal 
“Task” three to four villagers around the herdable, positioned on the them and eat whatever 

side of the animal closest to the food-deposit site. Villagersonthefarside ff foods there. 

of the animal might take too long to reach the deposit site, or bump into {_—Matt “Maimin_matty” 


the other villagers, slowing down the gathering process. Also, only process ff Scadding 
one herdable at a time, to minimize food loss. If you task too many villagers ® 
on a herdable, the extras will simply stand around and watch_—definitely 
bad news for an economy! 

Table 1.2 shows the herdables, their initial food value (at the time they're found), 
and their maximum food potential if left to fatten. Research the Husbandry technology 
(improvement) to increase the rate of fattening on herdables, and the gathering rate of your 


villagers on those herdables. 
Resources X 5 


ANIMAL 
Goat 
Pig 
Cow 


INITIAL FOOD MAXIMUM FATTENING 
50 300 
50 300 
js 400 


Table 1.2 Herd Animals Initial and Maximum Food 


Chickens aren ‘“t herd 
animals or hunted 
s animals. They dont 

fatten, dont convert, 

Ii and techs don't apply 

| ‚_fothem. They are 

it really in a group by 
themselves with 

' berries. Chickens start 

| with 75 food a piece. 


— Greg “Deathshrimp” 
Street 


Get the Hunting Dogs 
improvement as soon 


ms as possible if you plan 


on hunting in the 
first Age. 


— Nate “Redline” 
Jacques 
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Villagers gather food fastest by hunting wild anrmals (listed at the end of this 
section). However, accomplishing the task isn't always the easiest, or safest, 
method of collecting food. You can't control wild animals—instead, you must 
attack them. Though villagers are the primary hunters, in Age of Mythology, 
military units can join in the hunt. Some wild animals, such as walruses, 
boars, crrocodiles, lions, and elephants, fight back, while others, such as deer, 
elk, zebra, and giraffe, simply try to escape. Odin is the only Major God who 
provides an immedtate “bonus to hunting”: Odin's gatherers hunt 10% faster 
than those of other cultures. 

Even the aggressive animals, however, might run away instead of 
attacking, so it's difficult in Age of Mythology to lure wild animals to a Town 
Center, Granary, or Ox Cart. Often, time must be spent building a Granary 
or moving an Ox Cart to the wild animals’ location, in order to gather the 
food as quickly as possible. 

Use at least five or six villagers to hunt an aggressive animal. Losing 
villagers to animal attacks in the Archaic Age will set you back economrcally. 
After military units have been produced, use them to assist the villagers in 
hunting. Just as with herdables, the meat of dead huntables slowiy rots, so use 
five or six villagers to gather as much food as possible from the slarn animal. 

Fable 1.3 displays wild animals and their food value. 


ANIMAL FOOD ANIMAL _ FOOD 
Baboon 100 Crocodile 200 
Crowned Crane 100 Polar Bear 200 
Hyena 100 Zebra 200 
Lion 100 Boar 300 
Monkey 100 Giraffe 300 
Wolf 100 Aurochs 400 
Caribou 150 Hippopotamus 400 
Deer 150 Walrus 400 
Elk 150 Water Buffalo 400 
Gazelle 150 Rhinoceros 500 
Bear 200 Elephant Paid, 


Table 1.3 Wild Animals Food 
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Foraging 


Villagers forage from berry bushes or chickens, typically located near the Town Center in 
random map or multiplayer games. Foraging is one of the slower methods of gathering food. 
(It's not as slow as farming or fishing —at least until improvements are researched—but it's 
much slower than hunting or herding.) Each berry bush contains “100 food,” and is far 


enough from the Town Center that a Granary or 
Ox Cart should be built or moved near the berries 
to hasten gathering. The farther a villager has to 
walk to deliver food, the more time is wasted not 
collecting resources! 

Unlike animals, which decay after death, berry 
bushes retain their food until collected by villagers. 
Therefore, it's not important to place all your 


Even though collecting from berries 
ís siow, it's wise to use the bushes 
as your first food source while 
waiting for herdables to fatten and 
| searching for a pack of wid animaís. 


villagers on a single bush to minimize loss—there wont be any! Spread out your villagers to 
minimize bumping. Position them close to the nearest deposit site to minimize walking 


distance. 


Farming 


Farming is slow but dependable, and it's generally 
one of the safest methods of gathering food. Its 
downside is that each farm requires other resources 
(either wood or gold, depending on the culture), and 
villager “build time” to create. Once built, however, 
each farm provides an infinite amount of food, and 


Farms become much more productive 
after researching the generaf improve- 
ments cailed Piow, Irrigation, and 


Fíood Controí. Research these at your 
cuiture’s food-deposit site (Granary or Ox Cart) 
{ fo increase farm yield by 10-15%. 


never has to be replaced unless destroyed by enemy units or god powers (see Figure 1.2). 
Shift to farming only when other food-gathering methods have been exhausted. 


Multiple farms require resources, and 
it's typically more important in the 
early game to use those resources for 
construction, or for military units and 
improvements. Plus, since it's slower 
than hunting, herding, or foraging, 
farming will often become your final 
food source. You likely will need to 
switch to farms after exhausting your 
other sources during the late Classical 


Age or early Heroic Age. (Your ; | F rs 


mileage may vary, depending on 

your early game strategy.) Farms are 
extremely weak and should be 
protected by Towers and military units, 
or by placing them around a Town 


Ee Ae ' 
ps Food foon Fun. 


Center. Figure 1.2 Farming produces a slow, but steady, supply 


of food. 
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Eishing 


Age improvement, Salt Amphora, doubles the carrying 


Fishing could be thought of as the water map equivalent to farming: It's slower than herding, 
hunting, or foraging, but provides a constant rate of food (and schools of fish provide an infi- 
nite amount of food). But like farming, fishing requires additional resources and build time. 
Fishing ships first need a Dock, which requires resources and time to construct. Then, each 
fishing ship requires a population slot, as well as resources and build time. 

Fishing can be a slow and expensive process, 


ER. particularly in its early stages. It requires a lot of 
IF you plan to fish, researching the Dock wood. But the longer the fishing boats operate, 
improvements is mandatory! The Classical the more profitable the operation becomes. An 


Age improvement, Purse Seine, boosts 


important note: A school of fish can support just 
fishing’s gathering rate by 50%. The Heroic P PP J 


one boat, so you must scout out a new school for 


capacity of fishing ships, and boosts gathering by | each fishing boat you build. Fishing 1s also more 
another 25%.  _vulnerable to enemy attacks than farms. 


Ee ed Fishing can generate a powerful economy, 

| mn particularly with its Classical and Heroic Age 
improvements (Purse Seine and Salt Amphora). If you can control the seas, your fishing 
operation becomes a second revenue stream while your opponent will only be able to use 
villagers on land. The heavy wood investment will pay off in the long run, with large amounts 
of food filling your reserves. But beware: Scout the enemy's naval power frequently to ensure 
vour investments safety. Since you can't construct Towers or walls in the sea, fishing ships are 
extremely vulnerable to enemy attack. Protect them with naval vessels or your entire invest- 
ment could be sunk! You can garrison fishing boats mn your Dock to protect them. [he Dock 
does not fire back, like a Town Center, however. 


(Cood 


Villagers gather wood from a single source: trees. You will often find single trees, sometimes 
called “stragglers,” around your initial Town Center, and a forest of trees not far from there. 
While the trees around your Town Center are typically close enough to avoid needing an 
extra deposit site, forests are far enough away that they require one, to hasten collection and 
minimize a villager’s walking distance. 

Depending on your strategy and culture, wood may be a nearly ignored resource or one 
you'll focus on primarily. For instance, the Egyptian culture requires very httle wood, particu- 
larly in the early Ages—none of their buildings, including farms and Towers, need wood! 
However, the Egyptian Heroic Age and Mythic Age Tower upgrades, siege weapons, and 
Archer units do require the resource. In fact, any strategy reliant on lots of Archers requires a 
substantial wood income. 


Gold 


Villagers collect gold from mines scattered across each map (or created with Thor's Dwarven 
Mine god power). Gold mines can differ in size; each size offers a different amount of gold. 
Gold isn't extremely important in the Archaic Age (though some strategies may dictate a 
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gold economy that begins that early), 
but it certainly becomes vital as an Áge 
of Mythology game progresses. All Age- 
advances after the Classical Age require 
gold, as do improvements, military 
units, and many mythological units 
(see Figure 1.3). 

‘Table 1.4 reveals all gold-mine 
sizes, and their respective values. Thor's 
Dwarven Mine god power lets you 
place a gold mine anywhere on passable 
terrain. The amount of gold provided 
by the Dwarven Mine depends on the 
Age in which it's used. 

Collecting gold follows the same 
principles as gathering food and wood. _ Figure 1.3 ‘Twas ever thus: Funding armies takes large 
You need a deposit site close to the amounts of gold. 
mine to minimize villager walking 
distance: The faster the gold reaches your 
coffers, the better, and the less time 
villagers spend walking (and not 
collecting resources), the better! Avoid 
placing too many villagers on gold, or time 
will be wasted when the villagers bump 
into each other trying to deliver their 
deposits. Five or six collectors per mine, 
all on the side closest to the deposit site, 


The Norse can use a special gold-míner known 
as the Dwarf. Norse Dwarves gather gold faster 
than the other Norse gatherers, but gather food 
and wood more slowly. lfyou choose to worship 
Thor, however, Dwarven miners are cheaper, and collect 
food and wood on a par with other Norse gatherers. 


is optimal. 

SIZE GOLD AVAILABLE 
Archaic Age Dwarven Mine 250 

Classical Age Dwarven Mine 1000 


Medium Pit and Heroic Age Dwarven Mine _ 3000 
Large Pit and Mythic Age Dwarven Mine 6000 


Table 1.4 Gold Quantity per Mine Size 


Favor 


Favor, Age of Mythology’s fourth resource, is used to fund unique mythological units, and the 

improvements offered by the Gods. These powerful units and improvements give Age of 

Mythology a wealth of options, and a diverse style, unmatched in the real-time strategy genre. 
The Greeks, Egyptians, and Norse gain favor from their Gods in different manners. This 


section details how each culture gains favor, and provides insight on how best to balance the 


gaining of favor against other economic needs. 
Resources DK Î 


Greek Fauor 


The Greeks gain favor by worshipping at the Greek Temple. You must manually task Greek 
villagers onto the Temple to begin worshipping. The Greeks are the only culture with direct 
control of the rate at which they gain favor. Each added villager doesn't double the rate of 
favor-gain, though: To balance the Greeks’ direct control of gain, each subsequent villager 
provides less favor than the one before. 


Gguptian Favor 
Egyptians gain favor from their Gods by erecting Monuments. There are five Monuments in 
all; they must be built in the proper order; and each one adds more to favor-gain than the 
preceding one. Valuable food and gold resources—and the laborers’ resource-gathering 
time— must be used to erect the Monuments. Although the Egyptians don't have the ability 
to mnerease or decrease the rate at which they gain favor, the Monuments allow for a consis- 
tent gain, which can be planned for accordingly (see Figure 1.4). 


Porsc Fauor 


Norse warriors gain favor by 
fighting. Any combat will 
suffice, including hunting and 
gathering food from animals! 
‘The Gods bestow the most 
favor to the Norse Hero unit, 
the Hersir, which gains double 
favor from combat and even 
gains small amounts of favor 
for just being on the map. But 
Norse mythological units never 
generate Favor. As the Norse 
commänder, it's difficult to 
plan for favor, since you must 
fight to gain some, and it can 
be nearly impossible to fill your 
favor coffers if you're faring 


Figure 1.4 Egypt! Increase the rate at which you gain the Gods’ favor by poorly in battles. 
building another Monument. 


Population 


Age of Mythology's fifth resource isn't collected but instead built. Population governs the 
maximum number of units (military, mythological, economic, naval) you can have under your 
control at a particular time. Certain units oecupy more population slots than others. For 
instance, a villager only uses one population slot while some of the larger mythology units 
occupy four or even five. 
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You can increase 
population by building 
Houses, or (after you have 
reached the Heroic Age) 
by acquiring settlements— 
specified areas on the map 
on which you can erect 
new Town Centers. 
Houses provide an addi- 
tional “10 population,” and 
each settlement provides 


15 (see Figure 1.5). 
You can build d apports Bikpulssion, ste build 49 Ĳ Ì 
euses, yeu Pillneed to Ws Zot Centers 


maximum of 10 houses. Kerger cap 
‘This increases your “popu- 


lation cap” by only 100, but 


it's possible to increase Ed @ * 4 ä 
: > = « Z |  : í a | 3 we Te 

population even further. To (en fj SEEN, Eb | 

do SO, acquire settlements Figure 1.5 Build Houses to increase your population cap‚ which permits 


after advancing to the the production of more units. 

Heroic Age. With settle- 

ments, there's no fixed population cap; the possible total depends on the 
number of settlements you acquire, the particular improvements you 
research, and even which Major God you choose to follow. 


Important Gconomv Concepts Psor 


sure your 10 houses 


’ vr till standing: It’ 
Now that you're well versed on Age of Mythology’s five resources, it's time to Kd 


learn how to maximize their potential. This section offers tips on directing bud forget tdkebld 
your economy according to your strategy, managing an effictent economy, them, forcing you to 
using your Market to trade resources and gain extra gold. We also offer a fight with a smaller 


sample strategy to get your economy off to a profitable start. nr a than the 
ene . 


Strategu Dictates Geonomu jee Sn 


In Age of Mythology, the ways in which players choose to run their 
economies will differ. Economies aren't the same across the board. One 
player may choose to emphasize wood gathering while another may put priority on favor and 
gold. Above all, players’ military strategies determine how best to manage their economies. 

Before beginning a random map or multiplayer game, consider what you're trying to 
accomplish in the game. Are you planning to use a strategy heavy in mythological units? 
Would you rather attempt an early cavalry assault? Or perhaps you're planning to play defen- 
sively, and create a massively productive economy to fund Mythic Age warfare? 


easy to lose one or two 


Important Economy Concepts KK Q 
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After considering your strategic options, determine what will be required to fund that 
strategy. Archer-heavy strategies require a priority on wood. Big-economy strategies require a 
large population of villagers. Mythological-unit 
strategies require a consistent stream of favor. 
Adjust your economy accordingly, and keep in 
mind that you may need to adjust even further, if 
battles aren't going your way. Head over to 
Chapter 11 for more advanced tips on using the 
economy to fund a strategy, including the three 
“standard” approaches: rush, turtle, and boom. 


Bunning an Efficient Gconomu 


Running an eftictent economy doesn't mean just tasking countless villagers onto a particular 
resource until your coffers are overflowing. While that may fill your bank with resources to 
spend on units, structures, and upgrades, your opponent will likely still have 
more resources available—because your opponent is running a more efficient 
economy than you are! 

Here are some tips on running an efficient economy. 


For specific examples on developing an 
economy, head over to Chapters 12, 13, 
and 14 ín our Advanced Multiplayer section. 


These advanced chapters on each culture 
offer specific strategies and include villager “build orders” 
and “task orders” to get you started on the right foot. 


Wan a ee vn en vern dee ee as Inn " an wrr ir Mn. mn ie 
IE EE ETR DEE DO DE Son ne ge ed ET 


lik 


$P Ies very important to minimize villager “walk time.” The farther you task 


Each random map 
can provide different 
resources. For 
example, Watering 
Hole has no berríies or 
chickens, but overflows 
with huntable animals. 
Even within the same 
map, you might tind 
less gold than you 
expected, but more 
food. Finding relics, or 
seeing what gods your 
opponent ís choosing 
might also alter your 
strategy. 


I — Greg “Deathshrimp” 
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villagers from their deposit site, the more time that villager spends not 
working. Place deposit sites close to your villagers, or task them on 
resources close to the deposit site! 


‘> Don't task too many villagers on a particular food, wood, or gold resource. 
[f you use too many, the villagers bump each other and increase their time 
spent not working. Move some off and task them on a different resource. 


<> Carefully monitor the proportions and amounts of your resources. If you 
find that you're accumulating too much of one resource and it's just sitting 
unused, shift villagers off that resource and send them to collect another. 


<> Check for 1dle villagers often (a banner appears in the upper right corner of 
the screen), to ensure that none of your villagers are standing around doing 
nothing. 


<> When training new villagers at a Town Center, set the structure’s gather 
point to the resource you want them to begin collecting (see Figure 1.6). 
Upon being trained, the villagers will automatically start collecting that 
resource (rather than just standing next to your Town Center, waiting for 
you to tell them what to do). 
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<2 Use the gathering 
guidelines in this 
chapter to determine 
how best to accumulate 
resources quickly. 
Don't begin farming 
before seeking out 


herds of wild animals! 


$P Research economic 
improvements as soon 
as you have extra 
resources in your 
coffers. Careful 
scouting of the enemy 
will determine if those 
resources should be 
spent on defense, mili- 
tary units, or economic 
1mprovements. 


<2 Treat Fishing Ships, 
and later Caravans, as Villagers. You may not need as many farms or 
gold miners if you are getting resources in other ways. 


Center’s gather point. 


<> Villagers occupy population slots too. In the late game, you may find 
that you have too many villagers and can't support a large army. Don't 
be afraid to delete villagers—you can always train more later. 


sing the Market and “Frade 


You can build a Market upon reaching the Heroic Age (and you might as 


well; the structure is required in all cultures to advance to the Mythic Age). 


The Market is used to trade resources. For instance, if youre low on wood, 
you can use the Market to trade gold for more wood. If youre low on 
gold, you can trade food or wood for gold. The Market can't be used to 
trade food for wood directly. 

Using the Market haphazardly isn't advisable because you incur a 
transaction fee with each use. It's not an even trade. In all but the rarest of 
instances, you ll sell off more resources than you'll receive. Considering 
that it took valuable villager time to gather those resources, youre auto- 
matically setting your economy back a little, particularly if your opponent 
has maintained an economic balance. 


Figure 1.6 Send villagers directly to a resource by adjusting the Town 


economic upgrades 
that improve resource 
gathering, because 
these can make a big 
difference to your 
income. Consider 
upgrading hunting, 
mining, and wood- 
cutting in the first 


dg Age when your food 


production exceeds 
your ability to create 
villagers, or after you 
have begun advancing 
to the next Age. 


—Chriíis “Swinger” Rupp 
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eSmiP The Market is best used when you need just a bit more of a particular 
RE resource to fund a significant addition to your military or base. For instance, 
you wish to erect a Fortress, Midgol Stronghold, or Hill Fort quickly, and 
need just a smidgen more gold. Consider using the Market to build the 
structure sooner, but be cognizant of the resource penalty. 
Frade Caravans are a function of your Market, and provide an extra 
revenue stream (of gold). Caravans travel between the Market and allied 


| You can set up trade 
routes between your 
| 


Market and your own 
settlement (or the 
settlement of any ally). 
Therefore, if an enemy 

| js controlling your extra 
‚gold mines or the map 


route, the more gold the Caravan delivers. 


is running out of gold 
‚in thelate game, if you 

| have remembered to 
‚ start building trade 

| carts ahead ot time 
you'll be able to 

maintain a gold 

| income even without 

1 possessing a mine. 
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—Justin “GX Bear” 
_Rouse 
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settlements, deltvering extra gold into your reserves. The longer the Caravan's 


_ Commanding 
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ow that you have an understanding of Age of Mythology ‘s 

economic system, it's time to put those resources to use, 
lcreate an army. The beauty of Age of Mythology ís that you cant 
t mass ône unit type and hope to succeed. Age of Mythology'’s 
interbalancing military system demands planning, strategy, and 
eful unit selection. 


s section covers Age of Mythology 's basic military concepts, 
luding how to implement combined arms, use counter units, and 
prove your army. You’ll also find techniques for commandiíng your 
ny, including tips on organization, unit stances and formations, 
powers, and naval warfare. 

> also offer valuable tips 

battling effectively. 
advanced military 
tics, written by 
semble Studios 

ter Chris Rupp, 

ck out Chapter 11. 
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Creating an Army 


‘This section offers guidelines on creation of your military, including how to best implement 
the concept of combined arms; Age of Mythology's counter system and its importance in battle; 
and the 1mprovements that boost the power of your soldiers. 


Cmt Selection 


Strategic army creation requires more than just clicking military-training buttons. Strive to 
complement your culture and your Gods’ strengths by training units with inherent benefits. 
For instance, Poseidon, a Major God of the Greeks, provides cheap stables and cavalry units. 
Although it's certainly possible to eschew cavalry under Poseidon, it's wiser to exploit these 
benefits to your advantage. 

Likewise, consider your opponent's culture and Gods when deciding how to form your 
army and what improvements to research. An opponent choosing to worship Hades will 
likely exploit Hades’ improvements to archers. Prepare to counter Hades’ Archers with 
cavalry units, and research pierce-armor improvements to help defend your units against 
archer attacks. 


Combined Arms and Counter Units 


Age of Mythology’s concept of counter units encourages—and, some could argue, forces— 
military commanders to train a mixture of military units, if they want to succeed. Military 
units follow a “rock, paper, seissors” formula. In general, infantry are most effective against 
cavalry, cavalry are most effective against archers, and archers are most effective against 
infantry. Age of Mythology's military units don't always follow this basic rule. For instance, 
Norse Huskarl are infantry units that counter archers, and Greek Cataphracts are cavalry 
units that counter Infantry. 

Despite some variation, each Age of Mythology military unit is specifically 
built to be most effective against another type. Note that Hero units have no 
real counter (although Heroes don't perform as well against human units as 
they do against mythological units). 

‘raining an army made up of just one type of unit is extremely unwise— 
the enemy could simply train units that counter your army, and win in a total 
landslide. Thus, in order to protect your army from a devastating counterblow, 
train complementing mixtures of units. For example, protect Greek Hippikon 


enden 
te Ee 


Try to avoid fighting 


ES vour units counter, 


I| pecause you willlose IW with Greek Hypaspists. The Hypaspists counter the Hoplites, Spearmen, or 
IN} badly. If you see enemy | Ulfsarks that can counter the Hippikon. 
| Heroes or Priests El Combining arms is only the first step in succeeding. You must actively 
dna apply strategies during the battle. A mixed army left to fight their counter 
mk __umits wont succeed any more than a one-unit army would, battling an army 
—Kevin “The_Sheriff ” B designed to counter it. In the above example, for instance, make sure the 


{ Holme NE , > 
Hippikon stay away from enemy counter units and, instead, attack archers, 


if they are present. 


Pil 
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An effective combined-arms force would be trained to counter anything the enemy uses. 
Add siege weaponry to your group to topple Towers, walls, and buildings; train mythologsical 
units for your army to battle other myth units and the enemy’s human soldiers; and include 
Heroes in your army to counter mythological units. 

Each military and naval unit in Age of Mythology can counter another, and often, several 
others. Additionally, certain units have even more bonus damage against particular units or 
structures. Use the stat Appendix in the back of this book as a guide when considering your 
army and what to use against an enemy's units. Scouting plays an integral role in deciding 
what units to train. Monitor the enemy's army and train your army accordingly. See the 
Appendix for a table that shows all Age of Mythology human and naval military unats, their 


respective cultures, what the unit counters, and what unit to counter with. A 


Militaro Emprooemenes (grenen 


Chapters 3, 4, and 5 and find the unit ín 
You've studied combined arms and counter its respective cuiture. For full stats for afl 


units, but that's just the beginning: You can units, buiidings, and improvements, 

always improve your army. Age of Mythology check out the Appendix at the back of thís 
, ' en strategy guide. 

features several ways to increase the abilities of 

military units. This section covers such improve- 

ments. You'll see the need to advance through the Ages, and you'll study line improvements 

(researched at the centers or structures where the units were produced), and Armory 

improvements (researched at the Armory). 


Ege Advancement 


In order to develop military units to their full potential, you must advance to higher Ages. 
Usually, you'll begin in the Archaic Age, with nothing more than resource gatherers, a scout, 
and—depending on your culture —a Pharaoh, Priest, or Ulfsark. In order to train stronger 
military units, you must advance an Age. In order to research technologies to improve the 
attack, armor, and other abilities of your units, you must advance even further. 

‘Table 2.1 shows the requirements for advancement to each Age. Note 
that worshipping the Egyptian Major God Isis reduces the food and gold 
requirements by 10%. 


En EE en en ae en ee 


AGE FOOD GOLD STRUCTURE 

Archaic to Classical 400 0 Temple 

Classical to Heroic 800 500 Armory | _ | 
EEE ee Spend your resources as 
Heroic to Mythic 1000 1000 Market N vou get them, especiafty 
Table 2.1 Age Advancement Requirements Ì on units, until hitting 


d your population cap. 


Those resources don't 


Linc Lmprovcments dine 
Line improvements to military units are researched at the centers where j ín the bank! 
they were respectively produced. For instance, Greek Hoplites’ line — Nate “Redline” 
improvements are researched at the Military Academy. Line improvements ff Jacques 
researched here increase units’ hit points, attack damage, and line-of-sight. _& 


Creating an Army D B) 


Each line improvement provides more “bang for the buck” because it upgrades three stats 
for the same cost 1m resources. Each Armory improvement upgrades only one statistic. In 
general, you should research line improvements at the units’ production center before 
spending resources on Armory improvements. 

Line improvements don't upgrade armor, though. Eventually, you should research the 
Armory improvements that boost armor. Make your selection based on what units your 
opponent has been traming. If your opponent is training infantry (including Throwing 
Axemen), cavalry or mythological units that inflict hack damage (close-range attacks), 
research the “Mail” Armory improvements that upgrade hack armor; if your opponent is 
training archers or mythological units that inflict pierce damage (long-range attacks), 
research the “Shield” Armory improvements that upgrade pierce armor. See the Appendix 
for a table with all possible line nmprovements by culture, with resource requirements and 
benefits for each. 


f4rmoru Emproucments 


Each culture can research improvements 
at its Armory to upgrade the attack, hack 


u _ rif voort Slam FM Kade an mi 
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Improvement percentages are always applied to the 
unit's base value so research order ís not important. 


For example, a unit with 100 hp that is upgraded to armor, and pierce armor of human units, 
Medium gets TO hp (100 x 10%). Then upgraded Heroes, and ships. 
to Heavy, he gets 10 more hp ( LOO x 10%) for a total of 120 hp Table 2.2 hists all Armor 1mprove- 


(Voo (27 Ap Bie + FOM \wonnnied (8 MEO GE). ments, with resource requirements and 
— Greg “Deathshrimp” Street 


e | benefits for each. 


IMPROVEMENT AGE FOOD WOOD GOLD BENEFITS 

Copper Weapons Classical 200 - 200 +10% to all human and ship attacks 

Copper Mail Classical 150 - 150 +10% to human and ship hack armor; 
+15%to Hero hack armor 

Copper Shields Classical _- 150 150 +10% to human and ship pierce armor; 
+15% to Hero pierce armor 

Bronze Weapons Heroic 300 - 300 +10% to all human and ship attacks 

Bronze Mail Heroic 300 - 200 +10% to human and ship hack armor; 
+15% to Hero hack armor 

Bronze Shields Heroic - 300 200 +10% to human and ship pierce armor; 
+15 % to Hero pierce armor 

Iron Weapons Mythic 600 5 600 +10% to all human and ship attacks 

lron Mail Mythic 500 - 500 +10% to human and ship hack armor; 
+15% to Hero hack armor 

lron Shields Mythic - 500 400 + 10% to human and ship pierce armor: 
+15% to Hero pierce armor 

Burning Pitch Mythic - 500 500 +3 to Archer and archer ship damage to 


buildings; +50% to Archer damage to ships; 
+20% to Ballista crush damage; +15 % to 
archer ship pierce damage. 


Table 2.2 Armory Improvement Requirements and Benefits 


Note: Thor's Armory improvement requirements differ from these. 
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The Norse God Thor offers a special Dwarven Armory, which can be built as early as the 
Archaic Age. Followers of Thor can research the first Armory improvements in the Archaic 
Age and receive an additional set of improvements upon reaching the Mythic Age. Table 2.3 
lists Thor's additional Mythic Age Dwarven Armory improvements, with resource require- 
ments and benefits for each. 


IMPROVEMENT AGE FOOD WOOD GOLD BENEFITS 

Hammerofthe Gods Mythic 500 - 500 +10% to Norse human attack. 
Meteoric lron Mail Mythic 500 - 500 +10% to Norse human hack armor. 
Dragonscale Shields Mythic - 500 500 +10% to Norse human pierce armor. 


Table 2.3 Thor's Dwarven Armory Mythic Age Improvement Requirements and Benefits 


Mauthological Emprovements 


The Gods, major and minor, bestow mythological improvements. You won't be able to 
research all of these in a particular game, because you can only worship a total of four Gods. 
These improvements apply to the offensive or defensive capabilities of a particular type of 
unit, whether military, Hero, villager, or mythological. Research them at Temples or unit 
production centers. Check out Chapter 1, Managing your Economy, for mythological 
economic improvements. 

Spending resources, particularly favor, wisely can easily determine the outcome of a 
game. An astute spender has a distinct advantage over a haphazard clicker. Because of their 
expense, it's important to choose your mythological improvements wisely. 
For example, dont research an improvement to a mythological unit, such as 
Feet of the Jackal, if you dont plan on implementing Anubites in your 
army. lf your enemy isn't training infantry, don’t bother researching 
Scalloped Axe, which improves Egyptian Axemen's attack. 

Use mythological improvements to exploit your culture's benefits and 
advantages, and to counter the benefits and military composition of your 
opponents culture. Refer to the Appendix for a table that lists all mytho- DTE. 
logical improvements, with the God, resource requirements, and benefits _ Ml try assigning a control 


for each. d group to some of your 
$ buildings. For example, 
select all your Barracks 
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Now when you are ín a 


ESTIP 


Training an effective mixture of units sets you up for success. If you can't 


4 battle, press 5 and you 


efficiently command the army, however, your training expertise will be Ù_ will see that you can 
wasted on the battlefield. ‘I'his section provides tips and techniques for | train uníts from those 
controlling your military, including organizing the units into banner group- jj Pufldings without ever 
ings, using unit stances and formations, assisting your military with god Ien te vale 
powers, and tips on naval warfare and battling effectively. } — Matt “Maimin matty” 
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Orgamzation 
It's possible to spend your resources wisely, train combined arms that counter your enemy’s 
forces, and still lose battles! You can't haphazardly send troops into battle. Organization is 
key. Although a disorganized army may succeed on occasion (against an opponent doing the 
same, for instance), it's much more sensible to organize your units for maximum effectiveness. 

Organize units by using “Control” or banner groups. Select any number of units and hold 
the Ctrl key plus a number key. For instance, selecting your Hoplite group and pressing Ctrl 
and 1 assigns the Hophites to banner group 1. You can select the Hoplites at any time by 
either pressing 1 or by clicking the mouse on the banner at the top left of the screen (pressing 
the number is much faster). 

Organize your army into specific counter groups. For example, assign ranged units to 
their own group to keep them out of the middle of battles. The ranged units can strike from 
long range against their counter, typically infantry. Another example: Assign a single cavalry 
unit to a group so you can steer the unit easily and quickly around the battle to intercept an 
enemy siege weapon. There's no right way to organize your army, only better ways. For more 
on control groups and organization, see Chapter 11. 


Cmt Stances and Formations 


Any Age of Mythology unit can be assigned its own unit stance and formation, though these 

functions are best assigned to organized groups of units. To use stances and formations, select 

a unit or unit grouping and click on the unit commands button on the unit interface. From 

there, toggle which stance and formation to assign to the unit or group. 

Here are the three possible unit stances and suggestions on when to assign them. 

sp Aggressive Stance. Units will approach, chase, and engage any enemy units within their 

line of sight. Select aggressive stance for cavalry and infantry units (and non-ranged 
mythological units) when you're about to engage in battle. 
ES TIP <> Defensive Stance. Units will remain stationary until attacked, then will 
in approach, chase, and engage the attacker(s). Select defenstve stance during 
non-combat situations so you aren't lured away by a scout or non-military 
unit into an ambush. 
<> Passive Stance. Units will remain stationary and attack within their range. 
Select passive stance to keep archers stationary and away from the close-range 
skirmishes. Make sure your archers stay within range of the enemy units, 
however—they need to assist in the battle! 

While military units are automatically placed in logical formations (cavalry 
and infantry in front, ranged and siege in the rear), it's still possible to adjust the 
shape and depth of the military formation. Dense formations enable units to 
reach the battle quicker. The sooner you begin attacking enemy units, the better. 
However, if the enemy employs area effect weapons, such as a Ballista, switch to 
a more spread formation to avoid heavy damage when approaching the battle. 

Units in formation move at the speed of the slowest unit in the formation. 
nik Protecting siege weaponry in formation is easier because your defenders 

remain close to the slow siege weaponry. Being closer means you can react to 
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Always keep your 
army behind buildings, 
instead of out in the 
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open. Ifyou leave them Bé 
in the open, they can | | 
be lured away into a ik 
disadvantageous fight 
while you ‘re not paying 
attention. 
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threats faster. But slow units approaching a line of archers can prove disastrous! The enemy 
archers have a longer tme to inflict damage against your approaching units. In this situation, 
break up the formation and attack the archers with cavalry or other counters. 


Divine Intervention 


Invoking a god power at precisely the right moment will have a significant effect on a battle's 
outcome. You receive one god power for each God, major or minor, that you worship, so you 
can have a total of four god powers upon advancing to the Mythic Age. God powers offer 
both economic and military bonuses. This section focuses on the military bonuses, particu- 
larly those that can enhance your efforts in battle. 
Here are some examples of offensive god powers and when to use them. For more infor- 
mation on all god powers, check out the Greek, Egyptian, and Norse chapters in this strategy 
guide. 
<> Bolt. Zeus’ lightning kills a single unit. Use it on the enemy’s most powerful unit (such as 
an expensive mythological unit) as you engage in battle. Or take out a villager or scout 
early in the game to set the enemy back. 

<p Bronze. Dionysus’ Bronze affects both units and ships (including allies) within its area of 
effect, making them nearly invulnerable to attacks for a short time. Invoke it as you engage 
the enemy. Prepare a flank, in case the enemy considers retreating a better option than 
battling your Bronzed units. 

<p Curse. Aphrodite's Curse turns a portion of the enemy’s units (based on hit points and 
number of present enemies) into pigs. Use on a group of villagers to set the enemy’s 
economy back or invoke it during a battle to remove some of the enemy’s military from the 
fight. Dont forget to claim your pigs and use them for food! 

$P Lightning Storm. Save Hera's Lightning Storm for large skirmishes 
with the enemy. Flank the enemy in an attempt to prevent the enemy’s 
escape from the storm. 

$P Eclipse. Use Bast’s Eclipse to increase the attack and speed of your 
mythological units. Save the god power until you are using mytholog- _ | __® 
ical units, and invoke it as the battle begins. Ì_Get used to fighting in 

<> Plague of Serpents. The serpents will help defend an area against Ì the second Age. Going 
enemy attackers (and will keep doing so until killed) but won't follow if _$f straight up to the third 
le nem aes KE, 

$P Ancestors. Nephthys’ Ancestors is similar to Anubis’ Plague of Oee, d 
Serpents. Invoke the god power to help defend or attack an area. Unlike 
the serpents, the invoked minions will follow retreating enemies and are 
under your control, but automatically will die after a short time. 

> Son of Osiris. Invoke this Egyptian god power to transform your 
Pharaoh into a more powerful warrior, with a chain-lightning attack. Especially useful 
against mythological units. 


—jerry “Gx_lron” Terry 


<? Undermine. Use Heimdall’s Undermine to crumble enemy walls and Towers so you can 
quickly and safely send in an invasion force. Follow up with another Norse offensive god 
power to handle the enemy’s human or mythological unit defenders. 
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<> Walking Woods. Invoke Walking Woods on forests adjacent to enemy buildings. 
Especially useful during a battle. The Walking Woods will pummel the enemy’s buildings 
while his defenders are occupied in battle. Do not use Walking Woods against enemy 
units! [t's okay against enemy units, just better vs. buildings. 


$P Frost. Use Skadi's god power to freeze enemy units in a block of ice. Although it's possible 
to damage the units in ice, it's very difficult. Instead, concentrate on hacking up the 
enemy's resource gatherers or town while the military units thaw out. 


SP Flaming Weapons. Increases the attack of all weapons (including projectiles, as from 
ships, siege ships, and siege weaponry) but does not affect allies. Flaming Weapons is an 
all-purpose offensive and defensive god power. 


Daval CCarfare 


Age of Mythology’s naval units mirror land forces: Each naval unit counters another, and can 
itself be countered by still another vessel. It's a “rock, paper, scissors” relationship that, once 
again, requires you to create combined arms to succeed. The primary naval vessels are sepa- 
rated into three categories: archer ships, hammer ships, and siege ships. Each culture includes 
one of each. There are other unique mythological naval vessels available through the worship 
of particular Gods. For more information on these, check out Chapters 3, 4, and 5. 

Here's a list of the primary naval vessels for each culture, and the counter vessels. 


$P Archer Ships, including the Greek Trireme, Egyptian Kebenit, and Norse Longboat, are 


most effective against hammer ships, and are countered by siege ships. 


<> Hammer Ships, including the Greek Pentekonter, Egyptian Ramming Galley, and Norse 
Drakkar, are most effective against siege ships. They are countered by archer ships. They 
are also the best bet against naval mythological units. 


<p Siege Ships comprise Greek Juggernauts, Egyptian War Barges, and Norse Dragon 
Ships. Siege ships are most effective against archer ships and buildings, and they are coun- 
tered by hammer ships. _ 
Naval improvements are researched at each culture’s Dock. Table 2.4 lists all naval 
improvements, with their resource requirements, and the benefits of each. These improve- 
ments are the same for all three cultures. 


IMPROVEMENT SHIP AGE FOOD WOOD GOLD BENEFITS 
Archer ShipCladding Archer Ships Heroic - 200 200 +10% to pierce damage; 
+20% to hit points; 
+4 to range 
Reinforced Ram HammerShips Mythic - 300 200 + 10% to hack damage; 
+ 10% to hit points 
Naval Oxybeles Siege Ships Mythic - „00 200 + 10% to hit points; 
+2 to bonus damage vs. 
buildings; +9 to range 
Conscript Sailors All Mythie 500 - - Naval vessels train 20% 
faster 


Table 2.4 Naval lmprovements and Benefits 
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Here are some naval tactics for gaining the upper hand on water maps. 


<> Adjust your economy to meet the heavy wood requirements of naval 
warfare. Shift most villagers onto wood and gold to fund ships and 
improvements. Research wood- and gold-gathering improvements. 


<> Research all naval improvements to archer, hammer, and siege ships 


offered at the Dock. Use your food resources to research Conscript | On water maps, be 
8 sure to scout out your 


Sailors, to decrease training time. Dont forget that Armory improve- 


; ; : b é onent’s coastline 
ments (including Burning Pitch) affect ships as well. oer 


1 before building a 
<> Follow god paths that offer unique naval improvements and unique ij large navy. Boats are 
naval mythological units. Research the improvements and train expensive, and building 


L > S ne. more than you need 
| 
the naval mythological units to support your ships. Learn their abilities! BTN: 10 lose 


<> Ship construction is slow; construct multiple Docks to increase output. fj tre tand-based battles. 


Don’t build a huge 
<> Ships do worse foundation damage than land units. Itis still possible to fl navy unless you see 
build a Dock even if you are under attack. ij (hat your opponent has 
iN alarge investment in 
$# Focus your attacks. For instance, make sure all your archer ships engage MM the sea. 
one specific enemy naval vessel. Attack any damaged enemy vessels B kevin “Tie Steuf ” 
first. A naval battle is a numbers game: More often than not, the flect Ml Holme 


with the more vessels will win the skirmish. ‘8 


<> Use combined arms. Attempt to avoid fighting counter ships, but 
attempt to counter the enemy's ships with your own. 


<> Maintain pressure near the enemy's Docks. Set your own Docks’ gather points near the 
enemy Docks, so your vessels automatically head to the battle. If you happen to destroy 
an enemy Dock, prevent the enemy from building a new one. Remember that Egyptian 
Fishing Ships can build their own Docks. 


<> Protect your own Docks with Towers (although siege ships with Naval Oxybeles can 
target them safely). Remember that you can garrison Fishing Ships in your Docks for 
safety. 


< If you have lost the ocean, remember that naval mythological units train quickly and are 
useful for getting back in the game. 


Battling Gffectivelu 


This section includes a variety of important tips to help you become a better commander. 
Combine these techniques with the other tactics you've learned in this chapter (and in 
Chapter 11) to improve your play. 


Know Wovr Encmu 


In an Age of Mythology game, whether single-player or multiplayer, strategy begins even 
before you've moved your first unit. It’s vital to know your enemy! No, not personally, but you 
must understand the enemy's chosen culture and Major God. Study the culture chapters in 
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this strategy guide, and learn each Major God's benefits. Strong players will exploit those 


benefits to their advantage. 
Gauge the strengths and weaknesses of your enemy by using the following tips: 


$ Learn the benefits of each culture and Major God. Expect, but don't count on, vour 
opponent to exploit those benefits. Scouting can help you determine if your opponent is 


doing this! 


<5 Know the Minor Gods as intimately as the Major Gods. Take note of which Minor God 
the enemy chooses to worship at each Age-advance. Expect to be on the end of your 
enemy’s new god power sooner or later! Also, the enemy could be choosing the Minor 
God for a particular improvement to his military units. 


<5 Knowing your enemy also means scouting. Monitor your opponent’s progress by scouting 
his resource camps and military structures early and often. By scouting, you can discern 
ESTIP your opponent s focus, such as playing defensively, building up the economy, or 
Kk preparing to attack early in the game. 


<> Bv checking on enemy activities, vou can better prepare your own strategy. 
If the enemy erects few defenses to protect its economic empire, mount a 
quick attack to disrupt the villagers. If the enemy is preparing a cavalry 
rush, train counter-cavalry units to force a retreat before any damage has 
been done. 


en enn be meen 


Scout, scout, scout! It's 
extremely important to 
know where your next 
supply of gold or food 
is, and what kind of 
units your enemies are 


ee 
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<7 Think like your enemy. Scout all around his base so you can anticipate 
where and how he will try to expand. If vou can commandeer the settle- 
ment or gold pit he's likely to go to next, you can trap him in his own corner 
of the map, depriving him of resources. 


wa 
zen 


making, so you know 

what units to spend 

your own resources on! <> Remain flexible. Base your economic and military decisions on current 
conditions: You might really love creating big cavalry armies, but if you see 
that your enemy has a ton of Camelry, and you don't change your military 


focus, vou're doomed! 


— Nate “Redline” 
| Jacques 
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Offensiuc Tips 


Shrewd unit selection, selective researching, and wise organization: These are the extrernely 
important concepts discussed earlier in this chapter. Use the following offensive tips in 
combination with those techniques to enhance battle success. 


<> Dont think “successful offense” requires you to knock out vour opponents military units 
or town structures. An attack on villagers, especially in the early parts of a game, can be 
very effective. Disrupting an enemy’s economy often proves even more valuable then 
knocking off a few military units. Forcing your opponent to reorganize, or to make new 
villagers while your resource gatherers work steadily along, can give you a devastating 
advantage. Just the distraction of having to react to your early-game attack can force your 
opponent to get behind economically. 
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<> Use your offense to serve expansion. Control valuable resource positions with your mili- 
tary, and starve your enemy of gold or food. Control more settlements than your enemy, 
which can enable you to increase your population cap to a level your enemy cant attain. 


<> Disguise the might and nature of your offensive forces by keeping them away from nosy 
enemy scouts. Keep your opponent guessing, which could force him or her to spend 
resources on unnecessary improvements. 


& Keep the fighting on your opponent's side of the map. Apply offensive pressure at your 
opponent’s resource camps. Constant harassment can really distract your opponent from 
executing his strategy. 


<5 If you're reinforcing your troops during the battle, set the gather points of your military 
structures close to the front lines, so you don't train units that remain in your base doing 
nothing. Even better, forward-build: Put up military structures near your opponent s town 
so you can quickly reinforce your attackers. 


<> Retreat, instead of fighting a losing battle. If you can't win, dont lose all your units in a 
landslide —and especially don't fight against counter units. Your Town Center and Towers 
can attack; retreat to those structures and adjust your strategy to meet the new demands. 


<p Try deception. For instance, attack early with cavalry. As your foe starts spending resources 
on anti-cavalry units, switch your focus to an attack force of archers and infantry. 


$# God powers can be used only once, so don't waste them! Don't invoke Dionysus’ Bronze as 
you approach the battle; wait until the battle already rages. If you show your cards too 
soon, the enemy can simply retreat, and the god power will be wasted. 


<> Each culture offers a method of healing units. Follow a god path to Apollo, and research 
Temple of Healing or- worship Athena for her Restoration god power; the Egyptians use 
the Pharaoh and Priests; and the Norse have Forseti's Healing Spring god power and 
Freyja's Valkyrie mythological unit. Don't underestimate the power of healing! Restoring a 
units hit points from one to full is like training a whole new unit— yet you saved resources! 
Only Poseidon has no way to heal his units. 


<> Support your human units with mythological units. Study the stat Appendix in the back 
of this guide to determine your best option. If your opponent trains primarily infantry, 
support your military with mythological units that inflict pierce damage. If your opponent 
trains primarily archers, support your military with mythological units that inflict hack 
damage. 


<> Use unit combinations so that all of your unit types are protected from counters. For 
example, guard Greek Hippikon with Hypaspists, which counter infantry (typical cavalry 
counters). Protect Egyptian Catapults with Spearmen, which counter cavalry. 
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<p Dont forget about your mythological units’ charged attacks. Nearly all mythological units 
feature a special attack that slowly recharges after each use. These attacks inflict more 
damage than standard attacks, or cause specific events, such as the freezing of enemy units 
by Skadi's Frost Giant. Micromanage 

We can°t emphasize it enough — scouting ís extremely your mythologsical units to maximize the 
important ín all phases of the game. Here's another $ potential of these char ged attacks: Use 


reason it pays off: relics! In each game, random relícs E them on the ene my's toughest troops. 
are scattered around the map. Once garrisoned ín a 


Temple by a Hero, relics offer unique benefits that can enhance | TT} n î TN, 
economy. offense, or defense. For the complete list of relícs and E DD ch 5 it Tip 8 
their bonuses, check the stat Appendix. JAN sturdy defense provides more tme to 


focus on the economy or plan assaults. 
The less ttme you worry about an 
exposed resource camp, the more time you can devote to creating an effictent economy or 
utilizing the offensive tips illustrated earlier. Use the following tips to augment defense: 


Ken 
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<> Effective defense begins as soon as you build your first House. Survey the area around 
your base and consider your placement of structures carefully. Use natural boundaries, such 
as impassable rock or forests, as makeshift walls. Build Houses or other structures adjacent 
to these boundaries, creating barriers and forcing your enemy to enter your base in specific 
areas that you can protect with Towers and other defenses. 


<> Protect resource camps with walls and Towers to make it difficult for your enemy to 
disrupt your economy. As the enemy weaves through the Towers and walls, flank the post- 
tion with your military units. 
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$ Assien a few cavalry units to their own eroup for base defense. That wa 
5 D TOGO | y 
you can quickly recall these cavalry units to counter approaching siege 
weaponry, which can quickly topple your structures. 


<> Build Towers and Heroic Age defensive structures (Fortress, Migdol 
Stronghold, Hill Fort) near the enemy's base. Once your offense is coun- 
terattacked, retreat to these defenses. Garrison units in the Towers and 


opening for theenemy structures for added attack. 


| to come through. Try . 
walling offsmallchoke WB <> Spread out Towers and walls to avoid losing your defenses in a single invo- 


points to force the d cation of a god power. Heimdall's Undermine and Artemis’ Earthquake 
enemy to come through g demolish Towers, walls, and buildings. Protect yourself with careful defen- 


tont i , i fi i 
one spot on he map sive placement before paying the price against these powers. 
People will tend to d á 


comethroughtheeasy BE > Although you're clumping defenses (which is fine if your enemy doesn't 
En Eee ais ee have Undermine or Earthquake), build a wall around a Tower to force the 
ry an itt your wa zi 

Deme U enemy to destroy the wall to reach the Tower. You still must defend the 
Ieren Ne | defenses against siege weapons, however. Research Burning Oil if enemy 


erat WE? units attack your Towers at close range. 
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Greek Culture 


his chapter covers the Age of Mythology ‘s Greek culture. 

There are important differences between the Greeks and the 
yptians or Norse, and we'll explore how those differences influence 
ategy. We'll also analyze the complete list of Greek Gods, both major 
d minor, and their god powers, mythological units, and technological 
provements. Finally, we detail all the Greek military units. After 
idying this chapter, check out Chapter 12 for advanced Greek 
ategies, straight from the Ensemble Studios test team. 


Cultural Differences 


The Greek culture is easiest to learn of the three in Age of Mythology. Villagers construct 
buildings and gather resources in a straightforward manner; the Greeks’ diverse military 
arsenal offers a counter for each unit type; the Greeks are the only culture to have direct 
control over the rate at which they gain favor; and mighty Greek Heroes provide strength 
against mythological units. But “easy to learn” doesn't mean “weak.” Though expensive to 
produce, Greek human and mythological units are strongest of any in the three cultures. 
In this section, you Il learn the primary differences between the Greeks and the Egyptrans 
and Norse. 


Resource Gathering 


The Greeks need a balanced supply of the basic resources food, wood, and gold. They lack 
the early farming ability of the Egyptians, and the faster gold mining of the Norse Dwarves. 
Also, Greek structures require wood—plenty of wood—so you must constantly monitor a 
four-resource economy (including favor). The Greeks can construct Storehouses, used to 
deposit gold and wood, and Granaries, to drop off food from farms, berry bushes, or domestic 
and wild animals. 

The Greeks can save time and wood by placing the multipurpose resource depository, the 
Storehouse, between a forest and a gold mine. As long as villagers at both the gold mine and 
the forest have quick access to the 

| The Greeks begin the Archaic Age with a free sl oe eN ee ai Sg Ee 
cavalry scout unit, a Kataskopos. At the beginning | flow in. Trees disap Ben relatively quickly, 
of a scenario or skirmish, start moving this unit in however, and what once was a conve- 
—_— an ever-widening spiral to uncover gold mines, j niently placed Storehouse mi sht not be 
settlements, the enemy’s location, likely attack paths and choke Bi any longer, after a couple of advance- 
| points, and new food sources. You may even be able to steal ments in Age. Be prepared to replace a 
pen domestic animals from your enemy! | Storehouse, moving irene ne clesents 
the wood gatherers. 


EN 


(Corshipping the Gods 


The Greeks are the only culture to have direct control over the rate at which they can gain 
favor from the Gods. After erecting a Temple, they send villagers to worship there. The 
more worshippers, the faster the Greeks gain favor (see Figure 3.1). Direct control over the 
gain of favor can pay off if you just need a bit more favor to pay for researching an important 
improvement or producing a new mythological unit. Villagers can be moved temporarily off 
their current duty and sent to the Temple. 

Although for the Greeks, gaining favor appears to simply require the 50-food price of 
producing a villager, remember that while a villager worships at the Temple, he can't accom- 
plish other tasks, such as gathering resources or constructing buildings. Don't overload the 
‘Temple at the expense of other resources. Mythological units and improvements do require 
favor, but they also require large amounts of food, wood, or gold. 
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Assign enough villagers to the task 
of worship (usually two or three is 
enough) to gain a steady supply of 
favor. Assign more if you require a 
quick burst of favor to reach a partic- 
ular requirement. To save food for 
faster Age-advancement, dont spend 
the food to train villagers and assign 
them to at the Temple until the 
Classical Age. 


Greek Meroes 


Each Major Greek God gives a 
follower four (or in the case of 
Poseidon, five) unique Heroes. A 
Hero can be built at the Town Center, 
stárting in the Archaic Age; a new 
Hero is added after each Age-advancce. 
Onee you reach the Heroic Age, you also can 
produce Heroes at the Greek Fortress. You can only 
have one of each Hero in use at any time. Should nwe nea 
the Hero perish in battle, you can produce the Hero fl _ompmpians: start with favor, faster | 
again at the appropr jate structure. \ favor gain, and an increased favor cap of 200. 

Heroes are an invaluable asset to the Greek \ 
military and an essential counter for enemy mytho- 
logical units. All Greek Heroes include bonus damage against mythological units. While 
human soldiers are the best counter for Greek Heroes, there's no frue counter. There's no 
single Greek, Egyptian, or Norse unit that inflicts bonus damage against the mighty Greek 
Heroes. Keep Greek Heroes grouped separately from your other forces and send them into 
battle specifically against mythological units. 

The following chart shows the Greek Heroes, the 


Figure 3.1 The Greeks can gain favor more quickly by 
sending more villagers to worship at the Temple. 


The Greeks receive three special 
favor benefits should they choose to 


Major God to whom they are faithful, and the age in | Learn more about the mythology 
which the Hero can be produced. The Heroes are | behind each Greek Hero by using 
fairly similar for each age. For instance, Odysseus, Hadgtalled he REE CE 


Hippolyta, and Chiron (all available in the Classical Rhee 
Age) are ranged Heroes. There are some intriguing S= 
differences, though. Bellerophon rides a Pegasus and 
leaps into battle; Polyphemus is a lumbering Cyclops Hero with a special bash-attack; and 
Perseus carries a Medusa's head that periodically can turn enemy human units into stone. 


GOD ARCHAIC AGE CLASSICAL AGE HEROIC AGE MYTHIC AGE 

Zeus Jason Odysseus Heracles Bellerophon 

Poseidon Theseus Hippolyta Atalanta Polyphemus, Argo 

Hades Ajax Chiron Achilles Perseus (with Medusa’s head) 
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Major Gods 


In the single-player campaign, your Major God is chosen for you. However, in an Age of 
Mythology Random Map or Multiplayer game, you get to choose. Your selection will frame 
your strategy, and guide your selection of Minor Gods, until the end of the game. 

This section covers the Greek Major Gods by describing their culture benefits, and offers 
strategic suggestions for exploiting their characteristics for maximum effect. T'he following 
chart reveals the possible Minor Gods for each Major God at each Age-advance. 


MAJOR GOD CLASSICAL AGE HEROIC AGE MYTHIC AGE 

Zeus Áthena, Hermes Apollo, Dionysus Hephaestus, Hera 
Poseidon Ares, Hermes Aphrodite, Dionysus Artemis, Hephaestus 
Hades Ares, Athena Aphrodite, Apollo Artemis, Hephaestus 


The following chart offers strategic suggestions on particular God paths, depending on 
what element ot Age of Mythology you plan to emphasize. 


FOCUS ARCHAIC AGE CLASSICAL AGE HEROIC AGE MYTHIC AGE 
Economy Poseidon Hermes Aphrodite Hephaestus 
Infantry Zeus Athena Dionysus Hephaestus 
Ärchers Hades Ares Apollo Artemis 
Cavalry Poseidon Hermes Dionysus Hephaestus 
Mythological Units Zeus Athena Apollo, Dionysus Hera 

Naval Units Poseidon Hermes Dionysus Artemis 


Defense Hades Athena Apollo Hephaestus 


VAi: 


Zeus, the supreme God of the Olympians, was God-of the Sky. Zeus had 
two brothers, Poseidon and Hades, who are Age of Mythology's other two 
Greek Major Gods. Zeus’ generosity with favor toward those faithful to 
him (see below) provides the perfect opportunity for a strategy heavy In 
mythological units and technology. Notice Zeus’ bonuses to infantry 
units. 

Zeus’ unique crvilization benefits include: 


<> Favor benefits. Worship Zeus and you start with 15 favor, gain favor 

faster (25% faster), and have an increased favor cap of 200. Because of 
these benefits, Zeus offers the best opportunity for a strategy heavy on mythological units. 
(Follow a God path to Hera if you plan to focus on mythological units.) The favor possessed 
at starting can be used to research an improvement earlier. The faster gain in favor means you 
can assign fewer worshippers to that resource, freeing others for other tasks. 


<> Hoplites move faster (12% faster). Speedier Hoplites (which also receive 50% bonus 


damage against buildings) could be used to harass enemy economic sites, particularly their 
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resource-camp structures. Hoplites in general are useful against cavalry, and the increased 
speed of Zeus’ Hoplites makes them even better able to intercept cavalry units. 


<> Infantry do more damage to buildings. Hoplites, Hypaspists, and Myrmidons receive 
Zeus’ benefit of double bonus damage to buildings. As mentioned in the previous benefit, 
use infantry to pummel resource-camp structures. Research Athena Aegis Shield to 
improve infantry further, making them more resistant to pierce, or arrow, attacks. 


Bolt God Power 


Zeus’ god power calls a lightning bolt from the heavens to destroy a single unit. 
However, you can't use Zeus’ Bolt on transports (which would kill multiple 
units) or a Norse Ox Cart. To invoke Bolt, you must have line of sight on the 
target unit. Use Bolt to eliminate a powerful enemy unit—such as a Hero or 

mythological un:t—-during a crucial battle, or to disrupt an enemy's economy with the 

destruction of a key villager. For example, scout the enemy quickly with your Kataskopos and 
use Bolt on an enemy villager to gain an early resource-gathering edge. One of the most 
benefic1al uses of Bolt is to use the god power against the Norse Nidhogg or the Egyptian 

Son of Osiris—both extremely powerful late game units. By saving Bolt, you're gambling that 

your opponent will choose to worship Osiris or Hel. They may not simply to avoid your Bolt. 


Oltumpic Parentage Emprouement 


The blood of Zeus fuels the Olympic Parentage improvement, which causes 
Greek Heroes to have more hit points. Greek Heroes (a new Hero can be built 
at the Town Center or Fortress with each Age-advance, for a total of four) are 
essential units offering bonus damage against mythological units. Olympic 
Parentage can help in any Age, but offers the greatest rewards in the Mythic Age, when Zeus’ 
mighty Bellerophon can be produced. 


„ Poscidon 


Poseidon, the brother of Zeus and Hades, is known primarily as God 

of the Sea, but was also ruler over horses and earthquakes. Poseidon's 
affinity for horses and the sea is reflected in his culture benefits. Poserdon's 
cheaper cavalry provides an instant focus for your tactics. Worship Minor 
Gods offering other cavalry bonuses to maximize Poseidon's initial 
benefit. When his worshippers build a Dock, Poseidon spawns the 


Hippocampus, a free naval scout. 


| js Posei1don's unique civilization benefits include: 
et 


< Militia appear at destroyed buildings. Followers of Poseidon gain unique Militia units, 
which appear at destroyed buildings. If Poseidon loses a building, including a Tower, 
Militia appear in the rubble. While Militia units aren't particularly strong, they will inflict 


damage to enemy units, and can buy extra time to bring in reinforcements. The larger the 


destroyed building, the more Militia appear. 
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<p Using the Market costs less (10% 
cheaper). Poseidon offers two economic 
benefits, including a cheaper Market. 
Construction of a Market is required to 
advance to the Mythic Age. The Market 
also can be vital when you are trading 
resources to meet certain needs or when 
you need a Donkey Caravan to accumu- 
late gold in late-game situations. 


<> Cavalry (10% cheaper) and Stable 
(50% cheaper) cost less. ‘This is 
Poseidon's primary benefit. His 

Re heks | En € followers should not neglect cavalry 


© as« 


n= IM fot (sce Figure 3.2). Follow the God path 


eames through Hermes and Dionysus to gain 
Figure 3.2 Worship Poseídon if you plan to create large eten liv 5 
catalty APRIGE. additional cavalry bonuses. 


<> Free naval scout and unique Mythic Age naval Hero. When followers of Poseidon 
construct a Temple and Dock, a free naval scout, the Hippocampus, appears. Half horse, 
half dolphin, the Hippocampus can be used to monitor enemy naval units and fishing 
operations. Also, when Poseidon's followers reach the Mythic Age, a unique Hero 
Trireme, the Argo, can be built at the Dock. 


Lure God Power 

A Poseidon's god power Lure 1s emitted by a mythical stone that attracts animals 
both herdable (such as pigs and goats) and huntable (such as elk, caribou, and 
boar). Monitor the approaching animals carefully, though. Lure can also attract 
predatory animals, such as wolves, that can attack your villagers. Lure remains 
active until it attracts a certain amount of food. The closer the animals are to the stone, the 
faster the food will arrive. Even if you invoke Lure in a spot far from animals, the God power 
will remain active until the animals arrive. [he effect will take much longer than if the stone 
was placed closer to animals. It's wise to invoke the God power near animals. If Lure takes 
too much time, your enemy may clear the map of herdables, leaving you with fewer food 
options! 


Lord of Morses Emprovement 


Research Poseidon's Lord of Horses improvement to increase the line of sight 
of your cavalry and scout units. This is a further improvement to Poseidon's 
cheaper cavalry. The added line of sight will make it easier to scout enemy 
positions for hit-and-run cavalry harassment. 
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Mades 
Hades, brother of Zeus and Poseidon, was the Greek God of the Dead 
and ruler of the Underworld. Precious minerals came from Hades’ realm, 
which is reflected in his Vault of Erebus improvement. Also from the 
Underworld come the Shades. Hades favors archers, as can be seen both 
in the increased damage of his building and archer attacks, and in his 
Minor God path, which can further increase archers advantages. 

Hades’ unique civilization benefits include the following. 


$? Dead troops may regenerate as Shades (20% chance). When the 

followers of Hades fall in battle, some of the dead may return to the 
world as undead Shades—empty, ghost-like shadows of their former selves. Shades appear at 
Hades’ Temple and can be sent back into battle as additional warriors, though they are 
certainly not as strong as they were when alive. 


<> Buildings have more hit points (+25% more hit points). A defense-minded player 
should follow Hades for his benefit of increased hit points on buildings, walls, and Towers. 
Furthermore, Hades’ god power Sentinel provides added defense to one of your—or an 
allys— Town Centers (meaning an original or expansion settlement). 


$P Increased building (+20% pierce attack) and archer attack (+10% pierce attack). Hades 
adds additional defensive benefits by increasing the attack damage done by buildings, 
including Towers, [own Centers, and Fortresses. Hades’ Toxotes, Peltasts and 
Gastraphetes also do more damage. Follow a God path through Ares and Apollo to 


research other archer improvements that add to attack damage. 


Sentinel Gad Power 


Invoke Hades’ Sentinel god power to cause four stone guardians to arise from 
the ground around your Town Center or that of an ally. The Sentnels aren't 
placed directly around the Town Center but rather, approximately two building- 
lengths at each diagonal. If there's no space for a Sentinel (as when a building ss 
in its way), the Sentinel appears red. You can sull invoke the god power, but the red statue 
wont be created. Remove the obstruction, however, and all four will appear. Sentinels are 
affected by any improvements that make buildings stronger. Save the Sentinel god power for 
expansion—invoke the god power around a key new settlement, especially those near valu- 
able gold mines or food sources. Sentinels aren't all-powerful, and can be destroyed by the 
enemy. Use the Sentinel god power to enhance defense, not to replace Towers or walls. 


Vault of Grebus Emprovement 

Eg Hades Vault of Erebus improvement provides a slow but steady income of 
gold. Hades, though known primarily as God of the Dead, was also considered 
the God of Wealth. Use this improvement to help fund Heroic Age attacks, 


particularly those featuring Toxotes, as they have increased attack damage, 


ee to Hades. 
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Minor Gods 


Each time you advance an Age, you must make a selection between two Minor Gods, depending 
on which Major God you chose to worship at the beginning of the game. Once you bypass a 
Minor God, you wont have an opportunity to select that God again during the game. 

‘This section covers the Greek Minor Gods by describing their god powers, mythological 
units, and unique improvements. We also offer strategic suggestions on exploiting their char- 
acteristics to maximum effect. 


The following chart reveals all Minor Gods, their Age, and their Major God affiliation. 


MINOR GOD AGE ADVANCEMENT MAJOR GOD 

Ares Classical Age Poseidon, Hades 
Athena Classical Age Zeus, Hades 

Hermes Classical Age Zeus, Poseidon 

Apollo Heroic Age Zeus, Hades 
Aphrodite Heroic Age Poseidon, Hades 
Dionysus Heroic Age Zeus, Poseidon 
Artemis Mythic Age Poseidon, Hades 
Hephaestus Mythic Age Zeus, Poseidon, Hades 
Hera Mythic Age Zeus 


(Ares — Classical Age 


Ares is the God of Battle and Slaughter. Ares’ improvements benefit 
human soldiers’ attacks. 


Pestlenee God Power 


Invoke Ares’ Pestilence god power on an enemy town to 
prevent it from training new military units. Pestilence affects 
military structures, not economic buildings such as Town 

B Centers. Enemy military structures outside the area of effect 
can still train new units. Invoke Pestilence to prevent an enemy from reinforcing its army as 
you mount an assault against a resource position or weak area of the enemy base's defenses. 


Cuclops Muthological Cnit 

The Cyclops were giants with one central eye. They also were the Storm Gods 
of early Greek mythology. Ares’ burly mythological unit offers bonus damage 
against other mythological units, and also 1s highly effective against human 
‚N_soldiers. In fact, the Cyclops has the ability to hurl enemy human units at other 
enemy units. This ability can remove a powerful human unit, such as a cavalry unit, from 

the battle temporarily, and inflict significant damage. Heroes will inflict bonus damage to the 
Cyclops. The Cyclops would be better off retreating if attacked by a large number of Heroes. 
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CCill of Mronos Emprovement 

& Research Ares’ Will of Kronos to upgrade Cyclops to Elder Cyclops, which train 
faster and cause more damage. This is certainly an important improvement should 

you choose to include Cyclops as the backbone of your mythological unit force. 


Phobos Spear of Panic Emprovement 


Phobos’ Spear of Panic 1 improvement increases the attack damage of Greek 
Hoplites. While you can't couple this improvement with Zeus faster Hoplites 
with added building damage, Phobos’ Spear of Panic still makes Hoplites a 


stronger unit, particularly against its counter, enemy cavalry. 


Deimos’ Sword of Dread Lmprovement 


Research Deimos’ Sword of Dread improvement to increase the attack damage 
of Hypaspists, which are most effective against other infantry units. You wont be 
4 able to produce Hypaspists until the Heroic Age, so it's wise to save the resources 
28 required for this improvement until you can produce this counter-infantry unit. 


Enuo's Bow of Morror Emprovement 

Ares bestows Enyo's Bow of Horror on Greek Toxotes to increase their attack 
damage. Followers of Hades will find this improvement most useful— Hades 
automatically benefits archers with increased attack damage. Stack this 
improvement with Apollo's Sun Ray, and Artemis’ Shafts of Plague, to further 


increase archer damage. 


ESthena — Classical Age 


Athena is Goddess of Wisdom and of Warfare. Athena's improvements 


aid infantry defense. 


Restoration God Power 
Hi Athena's valuable Restoration god power can heal all of your 


units and repair all of your buildings, siege weapons, and 
ships. Don't haphazardly use Restoration. For instance, 

| monitor the health of your military units carefully. Invoking 
this god power will regenerate units even when they are near death, so 
save Be for when you need it most. Restoration does affect allies, but only within its 
area of effect. 


Minotaur MEuthological Cnit 

Half man, half bull, Athena's mighty Minotaur can gore a single enemy unit 
right out of the battle. Minotaurs are most effective against human soldiers, but 
also offer bonus damage against mythological units. Steer clear of Heroes, 
however! If you plan on generating a large Minotaur army, research Athena's 
Labyrinth of Minos improvement to reduce the cost of this mythological unit. 
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Laburinth of Minos Emprovcment 
Athena's Labyrinth of Minos improvement upgrades Minotaurs to Bull 
Minotaurs-—less costly, and even stronger 1 battle. 


Research Athena's Sarissa improvement to increase Hoplites’ hack armor, 
pemremn the unit more resistant to infantry and cavalry attacks. Combine this 
improvement with Zeus’ benefits to Hoplites, which include increased speed 
and bonus damage to buildings. 


t4cgis Shield Emprovement 


Athena's Aegis Shield improvement increases the strength of infantry units’ 
pierce armor, making them more resistant to archer attacks. Combine this 
improvement with Zeus’ gift to his infantry of bonus damage against buildings 
to make infantry more resistant to Town Center and Tower attacks. 


Mermes — Classical Age 


Hermes ts the God of Messengers. Hermes’ improvements benefit 
vour cavalry. 


C eagenie God Power 


Hermes’ Ceasefire god power prevents all combat on the 
entire map for a hont tume. During Ceasefire, no one can 
damage units or buildings (see Figure 3.3). This god power 
also prevents the construction of any building that can 
attack, such as Tower, Greek Fortress, Egyptian Migdol Stronghold, or Norse Hill Fort 
(though settlements can be built). Ceasefire has many varied uses. For instance, invoke 
Ceasefire if an enemy overwhelms a lightly defended resource camp. Ceasefire will buy 
enough time to send reinforcements to the area. Or use Ceasefire to stop combat while your 
military structures or Lemple complete powerful units capable of reinforcing your defenses 
once the god power expires. 


Centaur MEuthological Cnit 

The Centaur has the head and torso of a man and the body of a horse. Hermes’ 
Centaur is a fast cavalry archer with a special accurate-shot attack that regener- 
ates over time. This quick-ranged unit is perfect for hit-and-run attacks against 
enemy resource positions. If you plan to use Centaurs, consider Hermes Sylvan 
Lore improvement, which increases Centaur speed and hit points. Worship Apollo at the 
Heroic Age and research Sun Ray to increase the Centaur's attack damage. 
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Sufoan Lore Fmprovement 
| Research Sylvan Lore 


to improve Centaurs to 
Centaur Polemarchs, with 
improved speed and hit 
points. Improved speed to this ranged 
mythological unit can help Centaurs 
escape counter-archers such as cavalry 
units. 


sp iriked Charge Lmprouement EE 
Hermes’ Spirited Charge 


improvement increases the 
speed and attack damage 
of Greek cavalry. Stack 
this improvement with Poseidon's 
cheaper cavalry benefit to create 
cheaper, faster, and more damaging 
cavalry than those available on other God paths. Follow the God path to Dionysus and 


research the ['hracian Horses improvement to increase cavalry hit points. 


Cinged Messenger Emprovement 


Researching Hermes’ Winged Messenger improvement reduces the food cost of 
the Greek Pegasus scout to zero. Winged Messenger also causes Pegasi to train 
faster and improves the creatures’ line of sight. This improvement will serve you 
best on island maps where scouting by land is impossible. 


Hpollo — Deroie Age 


Apollo is the God of the Sun, and of Music. Apollo's improvements 


benefit archers. 


Figure 3.3 Invoke Hermes’ Ceasefire to buy extra time for 
reinforcements to reach a critical position. 


Cnderworld Passage God Power 


Invoke Apollo's Underworld Passage god power to create 
two locations on the map—an entrance and an exit. Place 

the entrance first, by placing the structure on the map. Click 
EL onasecond map location to place the passage's exit. You 
must have line of sight on both places to invoke Underworld Passage. The passage is perma- 
nent until destroyed. (If erther end is destroyed, the passage becomes useless.) You can use 
Underground Passage to aid in defense, such as placing the entrance in your town and the exit 
in an ally's town so you can easily reinforce each other's bases. Or invoke the god power for 
offensive purposes, such as evading wall or Tower defenses, or staging a surprise attack on a 
new settlement, resource area, or weak area of an enemy's base. [he enemy can't use the 


passage, but can destroy the entrance or exit. 
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PEMERIEREE Mauthotogical Cnit 


Apollo's mythological unit, the Manticore, has the body of a red lion, a human 
face (blue eyes and human ears), three rows of teeth, and the ability to fire poiso- 
nous spines from its tail. The Manticore is most effective against human soldiers, 
but includes bonus damage to mythological units. As with any ranged unit, 
support the Manticore with a melee force to prevent enemy Heroes from attacking the 
Manticore at close range. 


Oracice Emprovement 


The Oracle improvement increases the line of sight of all units and buildings. 
Use this improvement both as a defensive and scouting aid: Your expansion 
settlements and defensive Towers will spot enemy units earlier. Your scout units 
will uncover enemy resource camps and settlements more quickly, allowing vou 
time to plan for an attack. 


“Femple of Heating Emprouement 


Apollo's Temple of Healing improvement turns the Greek Temple into a means 
of healing your wounded units, and those of allies. Statonary units will heal 
much faster than those moving or engaged in combat. The Temple of Healing 
does not affect certain units, such as the undead or the Norse dragon unit, 
Nidhogg. If vou choose to worship Apollo, plan ahead by placing your Temple in an open, 
convenient area so you can surround the structure between battles with stationary units to be 
healed. Combine the improvement with the Underground Passage to help get retreating 
troops, or units from an ally’s camp, to the 
‘Temple for healing. Unlike the Norse Healing 
Spring, this improvement can only heal units 
one at a time. 


Sun Bau Emprovement 

Research Apollos Sun Ray 
improvement to increase the 
attack damage of Toxotes, Peltasts, 
Gastraphetes, Manticores, and 
Centaurs. Stack this improvement with other 
improvements to archers, including Hades’ 
benefits and Ares’ improvement, Envo's Bow of 
Horror. Follow a God path that includes 
Hermes to increase the attack of Centaurs and 
Manticores for a lethal combination of ranged 
mythological units. 


36 Dd Chapter 35: Greek Culture 


5 Ta ESphrodite — Ivevoic Age 


Aphrodite is Goddess of Love and Beauty. Aphrodite's improvements aid 


your villagers. 


Curse God Power 


End 


\_Invoke Aphrodite's god power, Curse, to turn enemy units to 
pigs. Curse affects only a small area, and not all enemy units 
within that area will be transformed. After the units have 

de been turned into pigs, the herdable animals can be led back 
to your town and used as a food source. Disrupt an enemy's economy by invoking Curse on a 
resource camp. You will interrupt your enemy's economy by decreasing villagers, and you can 
improve your own economy with added food. 


Hemeon Lion Muthelogical Cnit 


The Nemean Lion, a large, ferocious lion that lived on the plains of Nemea, was 
slain by Heracles, according to Greek mythology. Heracles 1s often depicted 
wearing the Nemean Lion's coat as a symbol of his victory. The Nemean Lion 
has the ability to roar, which can inflict damage to all enemy units in its area of 
effect. Like other Greek mythological units, the Nemean Lion is effective against human 
soldiers, and has bonus damage to mythological units. 


Raar of Orthus Emprovcment 


Research the Roar of Orthus improvement to increase the armor of your 
Nemean Lions. The more resistant the Nemean Lion is to enemy attack, the 
most opportunities you will have to utilize its potent roaring ability. 


Golden Apples Emprovement 


Aphrodite's Golden Apples improvement causes villagers to generate favor from 
Temples faster. Aphrodite isn't in Zeus’ God path, so you can't stack Zeus’ favor 
benefits with the Golden Apples improvement. Greeks have direct control over 
the rate of favor generation (the more villagers worshipping, the faster the favor 
gain), and Golden Apples can increase the rate, allowing you to assign villagers to other 
resource tasks. 


Divine Blood Lmprovement 


Aphrodite's Divine Blood improvement is an all-encompassing upgrade of your 
villagers’ abilities (although 1t doesn't benefit favor gain). They’ll move faster, 
build faster, and carry more resources. The benefits can be far-reaching: Villagers 
can erect defenses or expansions faster, and return more resources more quickly 
to the respective resource camps. Divine Blood is a Heroic Age benefit that can help fund a 


Mythic Age military strike. 
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Dionusus — Ieroic Age 


Dionysus is the God of Wine and of Celebration. Dionysus’ improve- 
ments aid your cavalry and navy. 


Bronze God Power 

Ì Dionysus Bronze god power temporarily transforms your 
ĳ Lif s human units and ships (and those of your ally within the arca 
of effect) into bronze. The metal makes your human units 
nearly invulnerable to enemy weapons. Bronze can be 
invoked offensively or defensively: Use it just before assaulting an enemy base or expansion, 
or—in a defensive positton—invoke Bronze as the enemy begins to attack your human units. 
Bronze 1s a tmed god power. After the time expires, your umts return to their normal selves 
and become vulnerable again to enemy attacks. 


Fvudra Muthologtcal Cmit 

[he Hydra 1s a large land unit: a serpent with multiple heads and poisonous 
breath. Like the fire-breathing Chimera, it's an offspring of Echinda and 
‘Tvphon. The Hydra grows : additional heads as it fights in battle. The longer the 
Rd Hydra fights and survives, the more heads the creature grows (see Figure 3.4). 
Then number of heads | is based on the number of units killed by the Hydra. Additional heads 
allow the Hydra to attack muluple (adjacent) units. Use the Hydra against human and 
mythological units. 


SC 


Ü 


la Muthological Cnit 


À sea monster with six serpent 
heads and a ring of barking 
dogs around its waist, the 
Scylla originally was a beautiful 
nymph, but was transformed by the jealous 
sorceress Circe. The Scylla is essent1ally the 
nautical equivalent of Dionysus’ Hydra. It 
grows additional heads as it fights in battle. 
The longer the Scylla battles and survives, 
the more heads (up to six) the creature 
grows. With additional heads, the Scylla 
can attack multiple units at once. Use the 
Scylla against ships—except ramming 
ships, which counter the Scylla's attack 


Figure 3.4 Preserve your Hydras because the creature effectively. 
grows —literally — more useful after fighting. 
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geral Emprovement 


Research Dionysus’ Bacchanalia improvement to increase hit points of all your 
units by a small amount. Use this improvement in the late game when both you 
and your enemy have maximized the population cap and boast nearly equal 
armies. Dionysus’ small benefit to hit points could provide the edge required to 


gain the upper hand. 
Kannen horses Emprovement 


Dionysus offers your civilization T hracian Horses, which will improve cavalry hit 
points. Research this improvement and combine 1t with Poseidon's cheap cavalry 
jas well as Hermes’ Spirited Charge improvement, which increases cavalry 
&_speed and attack. Acquire all three for cheap, fast, stronger, and more durable 
cavalry units. 


EAnastrophe Emprovement 

ME Youll have a better chance at ruling the seas with Dionysus’ Anastrophe 
improvement, which upgrades the attack damage, swiftness, and training speed 
of the Greek Pentekonter hammer ships. 


Ertemis — Mouthic Age 


Artemis is Goddess of the Hunt and of Nature. Artemis’ improvements 
benefit archers and the navy. 


Carthguake Gad Power 


Invoke Artemis’ wrath on an enemy town! Create an 
Earthquake to crumble buildings, Towers, and walls, and toss 
armies to the ground. Although Earthquake will inflict some 

EEM damage on enemy units, and knock them around, it inflicts 
much more damage on enemy buildings and walls. Allied units and structures within the area 
of effect also will be damaged, but not so severely. One special note regarding Earthquake: 
Enemy farms take very little damage from this god power. 


Chimera Muthological Cnit 


The Chimera, one of the varied offspring of Echinda and Typhon, was a fire- 

breathing beast with the body of a goat, head of a lion, and tail of a serpent. 

g Artemis mythological unit can breathe fire, inflicting damage on multiple 
nearby enemy units. [he Chimera is most effective against human soldiers, 

and features bonus damage against mythologtical units. It cannot use flaming breath 

against Heroes. 
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Flames of Fuphon Emprovcment 


Flames of Typhon improves Artemis’ Chimera units, making them Chimera 


Tyrants, which are more powerful by boosting hit points, hand attack and flame 
attack. 


Shafts of Plaguc Emprovement 


With this improvement, Artemis grants Toxotes, Peltasts, and Gastraphetes the 
Shafts of Plague. Research it to increase the attack damage of the Greek archer 
and counter-archer units. Follow a God path that includes Hades, Ares, and 
Apollo for additional benefits and improvements to Greek archers. 


Frtevrarch Emprovement 


Research the Trierarch improvement to make Greek Triremes more resistant 
to enemy siege ships. Combine Trierarch with Dionysus’ 1mprovements to 
Pentekonter ramming ships to further ard your naval efforts. 


Mephaestus — Muthic Age 


Hephaestus is the God of the Forge and of Labor. Hephaestus’ improve- 


ments benefit human soldiers’ armor and weapons. 


Plentu God Power 
SD Invoke Hephaestus’ god power, Plenty, to erect a great 


vault that grants a constant flow of food, wood, and gold 
resources. But Hephaestus favors the strong; you must 
maintain control of the Plenty vault in order to retain its 
bounty. lf an enemy has more units or buildings around the vault than you, the Plenty 
vault falls under enemy control, and the enemy reaps its rewards. Place the vault in an 


easily defended location. Surround the vault with walls and Towers to protect the valuable 
structure. 


Colossus NMEuthological Cnit 

Hephaestus’ mighty Colossus 1s a slow but brawny melee unit that can inflict 
heavy damage against buildings as well as human and mythological units 
(Coloss: feature bonus damage against mythological units). Hephaestus provides 
two improvements to the Colossus—Hand of Talos and Shoulder of Talos— 
that must be researched in that order. Both change the metallurgy of the originally bronze 
Colossus, and increase hit points. The Colossi can also eat resources to replenish their health! 
Devour a tree or animal to regenerate this powerful mythological unit. 
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Wand of Talos Emprovcment 


Hephaestus reforges Colossi to Silver Colossi, which possess more hit points. 


Shoulder of Tatos Improvement 
Hephaestus reforges Silver Colossi to Gold Colossi, further increasing 
hit points. 


Forge of Olumpus Emprovement 

Research this : improvement to reduce the cost of all Armory upgrades. Save 
he Heroic Age armory improvements until you've reached the Mythic Age and 
chosen to worship Hephaestus. Then upgrade your military units at their respec- 
tive military structures before researching Forge of Olympus to follow up with 


Heroic- and Mythic Age armory improvements. Group this improvement with Hephaestus 
Plenty god power to increase income and decrease cost. 


(Ceapon of the Titans Emprovement 


ne 


Hephaestus’ Weapon of the Titans improvement improves the attack damage of 
the Greeks’ unique Fortress units, as well as Zeus Myrmidon, Poseidon's 


Hetairo1, and Hades’ Gastraphetes. 


Mera — Muthic Age 


Hera is the Goddess of the Home. Hera's improvements benefit buildings 
and mythological units. 


Lightning Storm God Power 

Ver Invoke Hera's devastating Lightning Storm against a group 
of enemy units (see Figure 3.5). All enemy units that remain 

\S 


in Lightning Storm's area of effect could well perish at Hera's 
hand. The Lightning Storm doesn't move, however, so it's 


Sen pn 

h Dea ‚Mm 
possible for faster enemy units to escape the storm. Hera's god power works best against 
enemy units, though it may strike trees and buildings to inflict mild damage. Lure an enemy 
into an ambush, using Lightning Storm. Block the enemy's exit routes with a flanking 
maneuver so the enemy units have trouble escaping Hera's wrath. 
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eedt Mauthological Cnit 


Medusa was one of the three 
Gorgon sisters, children of 
Sea Gods, who have live sea 
snakes for hair, scaly necks, 
boar-like tusks, golden hands, and bronze 
wings. Hera's Medusa mythologtcal unit 
also has the ability to turn enemy human 
units into stone (the ability slowly 
recharges after use). Medusa uses a bow 
and arrow, and should be supported with 
melee units. Though expensive, a group of 
Medusa units can quickly turn the tide of 
battle by eliminating human units from 
the fight. Stoned units are eliminated 
instantly, and disappear from the map 
after a few seconds. 


Figure 3.5 Shock an incoming enemy force with Heras 
monstrous Lightning Storm god power. 


Carcinos Muthological Cnit 
pr During Heracles’ battle with the Hydra, Hera summoned a crab to attack 
BEB Heracles and aid the Hydra. Heracles managed to defeat both, but as a reward 
for its efforts, Hera placed the crustacean in the sky as a constellation. The 
Carcinos tights as a naval unit against enemy ships. As it dies, the Carcinos 
releases a rush of boiling blood, to further damage any nearby vessels. 


Facc of the Gorgon Lmprovement 


Research the Face of the Gorgon to improve Medusas, making them Medusa 
Matriarchs, with increased hit points. 


ied 


Athenian CCall Emprovement 
ze Research Heras Athentan Wall improvement to increase building hit points. 


5 Acquire this upgrade, particularly for defenstve Towers and expansions, if vou 
need more protection in the late game. 


nt Bage Emprovement 
AN 


Hera's Monstrous Rage increases the damage caused by mythological units 

B_using any type of attack, including “hack,” “pierce,” and “crush.” Combine this 
f | _improvement with Zeus benefits regarding favor and its gain, and implement a 
B strategy focused on mythological units. Obviously, the more mythological units 
vou have in the field, the more worthwhile Hera's Monstrous Rage will be. 


hs 


2 KK Chapter 5: Greek Culture 
Á % 


Miülitarp Cnits : 


strategy guide for Greek unit, 


This section describes the Greek military units, including 
siege and naval units. The following charts show where to 
improve each unit, and how the unit improves after 
research. Note that all military units can be improved at 
the facility, such as “Barracks,” where they were produced. 
Units are first improved to Medium, then to Heavy, then to Champion. 


Kataskopos 


‘ All Greek civilizations receive a free Kataskopos, a cavalry scout unit that should 
be used to quickly survey the map, looking for settlements, resources, and enemy 
/ positions. The Kataskopos is fast and has excellent line of sight, but will lose in 

j battle against nearly any opponent. You arent able to train an additional 
Kataskopos. Should you lose this cavalry scout, no other will appear for the duration of the 
game. You will have the option to produce Pegasus units at the Greek Temple to continue 
your scouting efforts. 


Hippocampus 

Worship Poseidon, and after constructing a Temple and a Dock, you receive 
this free naval scout. The Hippocampus—known for pulling Poseidon's 
chariot—is half fish and half horse, with the tail of a serpent or dolphin. 
Although the Hippocampus cant attack enemy units, it can be used to scout 
enemy naval positions, strengths, and fishing operations. If the Hippocampus 1s killed, 
another is spawned at your Dock after a short time. 


Pegasus 


building, and improvement 
stats. 


All three Major Gods of Greece can produce the winged horse 
Pegasus as early as the Archaic Age. Pegasus 1s an inexpensive 
flying scout, produced at the Temple, that can be attacked only 
by ranged units. Although the Greeks have a capable land scout 
in Kataskopos, and worshippers of Poseidon have a free naval scout, there are 
many scenarios when you might need a Pegasus to explore over water and to 


| Pegasi are useful 
“spotters” to cast 
god powers against 


check out places inaccessible except by air. Worship Hermes and acquire the _M an enemy or to find 
Winged Messenger improvement to reduce the cost of the Pegasus unit to _a good location for 
zero. The improvement also trains the mythological unit faster, and improves fj en Underworld 
its line of sight. j Passage. 

S — Greg 
UPGRADE IMPROVES MÌ_ “Deathshrimp’ 


Hermes” Winged Messenger Cost (only requires favor), Training Rate, Line of Sight | Street 
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Moplitc 
hk a The Greek Hoplite is most effective against cavalry units, such as Greek 
Hippikon, Egyptian Camelry, or Norse Raiding Cavalry. Steer clear of counter- 
infantry units or archers, though you can improve your odds against these units 
through improvements, including Athena's Sarissa and Aegis Shield. Follow 
Zeus to receive instant Hoplite improvements— Zeus’ Hoplites are faster and feature bonus 
damage against buildings. For an infantry unit, Hophtes are pretty slow without Zeus 


benefit. 
UPGRADE IMPROVES 
Military Academy Attack, Hit Points, Training Rate, Line of Sight 
Armory Attack, Armor 
Zeus Swiftness, Damage vs. Buildings 
Ares’ Phobos’ Spear of Panic Attack 
Athena's Sarissa Hack Armor 
Athena's Aegis Shield Pierce Armor 
Toxote 
Toxotes are the Greeks’ initial ranged units and first counter-infantry units. 


Although Toxotes are highlv effective against infantry, enemy cavalry easily 

runs down the slow-moving archers. Loxotes also don't fare well against other 
archers, such as Egyptian Slingers. The Toxote does compete handily against the 
Norse Throwing Axemen, actually an infantry unit that the Toxotes defeat rather easily. 
Worship Hades to give your Loxotes instant improvements in attack damage. Follow Hades’ 
God path through Ares, Apollo, and Artemis to research other useful improvements. 


UPGRADE IMPROVES 

Archery Range Attack, Hit Points, Training Rate, Line of Sight 
Armory Attack, Armor 

Hades Attack 

Ares’ Enyo's Bow of Horror Attack _ 
Apollo’s Sun Ray Attack 

Artemis’ Shafts of Plague Attack 
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Mippikon 

Expensive and slow, but mighty against enemy archers and siege units, Greek 
Hippikon are best used in flanking maneuvers—to avoid infantry units (particu- 
larly Hoplites and Spearmen, which feature bonus damage against cavalry) and 
KR to strike enemy range and siege units behind the front lines. Worship Poseidon 
to benefit from cheaper cavalry. Continue through the God path to Hermes and Dionysus 
and research their improvements to receive faster, more durable, and more damaging 


Hippikon. 


UPGRADE IMPROVES 
Stable Attack, Hit Points, Training Rate, Line of Sight 
Armory Attack, Armor 
Poseidon Cost 
Poseidon's Lord of Horses Training Rate 
Hermes's Spirited Charge Speed, Attack 
Dionysus s Thracian Horses Hit Points 
Dupaspist 


The Hypaspist infantry unit, available in the Heroic Age, excels against other 
infantry; it has bonus damage against them. Increase the Hypaspist's resistance 
to archers with Athenas Aegis Shield improvement. Hypaspists also benefit 
& MS from worshipping Zeus, gaining bonus damage against buildings. 


UPGRADE IMPROVES 

Military Academy Attack, Hit Points, Training Rate, Line of Sight 
Armory Attack, Armor 

Zeus Damage vs. Buildings 

Ares’ Sword of Dread __Áttack 

Athena's Aegis Shield Pierce Armor 


Peltast 
Defend against archers, including Egyptian Chariot Archers, with the Greek 


Peltast, which offers bonus damage against archers. The Peltast is weak against 
other units, however, particularly cavalry (which typically have bonuses against 
archers). Research Apollo's Sun Ray and Artemis’ Shafts of Plague to improve 
Peltast attack damage. 


UPGRADE IMPROVES 

Archery Range Attack, Hit Points, Training Rate, Line of Sight 
Armory Attack, Armor 

Hades Attack 

Apollo's Sun Ray Attack 

Artemis’ Shafts of Plague Attack 


Military Units KX +5 
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Prodromos 


Available in the Heroic Age, the Prodromos serve as the Greek's counter-cavalry 
AN unit. Although the Prodromos features bonus damage against cavalry (such as 
Greek Hippikon, Norse Raiding Cavalry and Jarls, and Egyptian Camelry), the 


unit is relatively weak against other types of unit. Improve Prodromos through 
Poseidon, Hermes, and Dionysus. 


UPGRADE IMPROVES 
Stable Ättack, Hit Points, Training Rate, Line of Sight 
Armory Attack, Armor 
Poseidon Cheaper 
Poseidon’s Lord of Horses Line of Sight 
Hermes's Spirited Charge Faster, Attack 
Dionysus's Thracian Horses Hit Points 
Petrobolos 


These Greek siege weapons are produced at the Fortress. The Petrobolis, similar 
to the Egyptian Catapult, can assault buildings and Towers at long range. 
Lacking a close-range attack, the lightly armored Petrobolis must be supported 
with other units, especially those that counter cavalry. Improve the Petrobolis at 
the Fortress, with attack-speed and damage upgrades. 


UPGRADE IMPROVES 
Fortress Attack Speed, Attack 


‘The Greek Helepolis 1s a rolling Tower that can transport units and fire ballista 
bolts that are strong against enemy buildings. The Helepolis moves very slowly 
and should be supported by quicker Infantry and cavalry units. Surprise an 
attacker with the Helepolis’ transport abilities: Unload units as from a Trojan 
horse after the enemy has approached with victory in mind. Improve the Helepolis at the 
Fortress to increase weapon speed and damage. 


UPGRADE IMPROVES 
Fortress Attack Speed, Attack 
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Murmidon 


Zeus’ unique Mythic Age Fortress unit features bonus damage against Norse 
and Egyptian human units. In a match between Zeus and the Norse or 
Egyptians, the Myrmidon can provide added military might during Mythic Age 
battles. Worship Hephaestus instead of Hera at the Mythic Age advancement to 


research the Weapon of the Titans improvement, which increases the Myrmidon's attack 


damage. 


UPGRADE 

Zeus 

Athena’s Aegis Shield 
Hephaestus’ Weapon of the Titans 
Military Academy 

Armory 


Inctairoí 


IMPROVES 

Damage vs. Buildings 

Pierce Armor 

Attack 

Attack, Hit Points, Line of Sight 
Attack, Armor 


The Hetairoi prided themselves on their horsemanship and made up one of the 
elite units in the Macedonian army. Poseidon'’s unique Mythic Age Fortress unit 
provides bonus damage against enemy buildings. Groups of Hetairo1 can make 
quick work of enemy resource camps and Towers. Support them with counter- 


infantry units, to prevent units such as Greek Hoplites or Egyptian Spearmen from engaging 
the Hetairoi. Worship Hephaestus and research the Weapon of the Titans improvement to 


increase Hetairoi damage. 


UPGRADE 

Poseidon's Lord of Horses 
Hermes’ Spirited Charge 
Dionysus’ Thracian Horses 
Hephaestus’ Weapon of the Titans 
Stable 

Armory 


Gastraphetes 


IMPROVES 

Training Rate 

Speed, Attack 

Hit Points 

Attack 

Attack, Hit Points, Line of Sight 
Attack, Armor 


Depending on your point of view, Hades’ unique Fortess unit is either an inex- 
pensive siege weapon or an archer that does extra damage to buildings. Protect 
these unique archers from cavalry counter attack with Hoplites or Prodromos. 


Worship Hephaestus in the Mythic Age and research Weapon of the Titans to 


increase Gastraphetes attack damage. 


UPGRADE 

Apollo’s Sun Ray 

Artemis’ Shafts of Plague 
Hephaestus’ Weapon of the Titans 
Archery Range 

Armory 


IMPROVES 

Attack 

Attack 

Attack 

Attack, Hit Points, Line of Sight 
Attack, Armor 
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Trircme 
( U A This oared galley, named because the oarsmen were stationed at three different 

B levels, propelled the classical Greek city states into the status of naval power. The 
Trreme Archer ship is most effective against hammer or ramming ships. Avoid 
siege ships, unless you worship Artemis in the Mythic Age and have researched 
Trierarch, which makes Iriremes more resistant to siege ships. 


UPGRADE IMPROVES 

Armory Attack, Armor 

Armory's Burning Pitch Bonus damage vs. buildings 

Dock Hit Points, Range, Attack, Training Rate 

Artemis’ Trierarch Resistance to siege ships } 
Pentekonter | 


‘The Greeks developed the “dolphin,” which was made of heavy lead or bronze : 
| and swung from the boom on a ship’s mast to puncture holes mn enemy hulls. 

ef The Pentelenten hammer ship is most effective against siege ships. Counter the 
Ci Pentekonter with archer ships. Research Dr Amine improvement to 
recerve upgrades to the Pentekonter in attack damage, swiftness, and training speed. 


UPGRADE IMPROVES ' 

Armory Attack, Armor 

Dock Hit Points, Attack, Training Speed 

Dionysus’ Anastrophe Attack, Swiftness, Training Speed. 
(uggernaut 


As war ships increased in size, navies began mounting larger weapons, such as 
Catapults and Ballistae, on the vessels. Sie ships sue as the Greek Juggernaut 
are best used against archer ships and Ming Avoid hammer or ramming 


ships, and support with arrow ships or mythological naval units—siege ships 
cant defend themselves at close range. 


UPGRADE IMPROVES 
Armory Attack, Armor 
Dock Hit Points, Range, Training Speed 
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_The@guptians 


n thís chapter, we discuss the important differences between the 
Egyptians and the Greek or Norse, and how those differences 
influence strategy. We also analyze the major and minor Egyptian 
Gods and their god powers, mythological units, and technological 
improvements. Finally, we detail the Egyptian military units. 
After reading this chapter, check out Chapter 13 in our 
Advanced Multiplayer Tactics section (written by 
Ensemble Studios experts) for more 
Egyptian strategies. 
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Cultural Differences 


The Egyptians are a diverse culture, offering several play options. While it's possible to 
mount an early rush, the Egyptians’ unique economic and military benefits are geared more 
toward a build-heavy, or detensive, strategy. This section covers some of the Egyptian 
culture's unique features. 


Resource Gathering 


The Egyptians focus their economy, especially early in the game, on three of the four 
resources: food, gold, and favor. The Egyptians can largely ignore wood gathering because 
their structures don't have a wood cost. In fact, many important Egyptian structures 
(including Houses, resource camps such as Granaries, and the Armory) are completely free. 
‘To offset this advantage, Egyptians must build structures more slowly than the other cultures 
do. (This disadvantage can be offset somewhat by the Pharaoh. More on that later.) Note that 
naval units, Slingers, Chariot Archers, and Egyptian siege weapons still require wood. 

Rebuilding resource camps closer to currently harvested resources is much easter for the 
Egyptians: Granartes, Lumber Camps, and Wood-gathering Camps don't require resources, 
only a laborer to erect the building. Laborers build slower than their Greek and Norse coun- 
terparts, though you can speed the process by empowering the construction with a Pharaoh 
(or a Priest, in the case of Ra). Instead of taking the tme to try and lure hunted animals to a 
Town Center or Granary, just build another Granary closer to the herd. You can build a single 
Granary (especially with multiple laborers on the task) much faster than luring multiple 
animals to another resource camp or Town Center. 


4 Be Lacking the need for wood, the Egyptians should 


focus laborers on food and gold in the early part of the 
game. Dont produce fewer laborers just because you 
need fewer types of resources, or it will be difficult to 
maintain your resource income during the mid- and late 
game. In fact, Egyptian villagers gather more slowly 
than Greek ones, making the Pharaoh's empowering 
critical. In Egvpt's early ages, assign most villagers to collect food and gold, and ignore wood 
until it's needed. Don't completely ignore wood, however, because Tower improvements after 
the Heroic Age require it, as do ranged units, several mythological units, and very important 
economic upgrades that benefit gold mining and farming. While the Greeks need 20-30 
percent of their villagers collecting wood to build Houses and military structures approaching 
and entering the Heroic Age, the Egyptians can get by with no wood gatherers until the 
Heroic Age, when tower improvements and, depending on strategy, ranged units will likely 
be needed. 

One of the most important elements in Egyptian resource gathering is the Pharaoh, 
described in detail later in this section. You can use the Pharaoh to empower any structure, 
which enhances the activities of that particular structure. This applies to all resource camps 
and the Town Center. Any laborer delivering resources to the empowered building will 
perform duties faster than normal. 


The Egyptians can begin farming 
in the Archaic Age. The Greeks and 

Norse must advance to the Classical 
Age before beginning to farm. 
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CCorshipping 
Their Gods 


In order to gain the 
resource called favor from 
their Gods, the Egyptians 
erect a series of five Monu- 
ments (see Figure 4.1). 
Each Monument must be 
built in its turn. Each 
subsequent Monument is 
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more expensive and takes rt Vi Sl 
| build than th racen Wils vld huren 
avor, You muitst build smaller Moftuments 
onger to u t an t Ë ‘before yöu can ORE etape: de 
last, but each new je. Bd Lr 


Monument provides an Ĳ, pomsment to Prien: 
greater gains in favor. 


Unlike the Greeks, the 3 
Egyp tians wont have to Figure 4.1 TheEgyptians must construct Monuments to gain favor from 
devote valuable villagers to the Gods. 
gaining favor, except when 
they re building the 
Monument. Fhe Norse gain favor by hunting animals and attacking enemy units. 
There are several ways to enhance the rate at which Egyptians gain favor. When you 
build a Monument, use a Pharaoh (or, if you are a worshipper of Ra, you can use a Priest) to 
empower the construction, and the Monument will go up faster. Empower a finished 
Monument to increase the rate of favor-gain. Finally, worship the Minor God Anubis and 
choose the Necropolis improvement to further increase the rate at which you gain favor. 


The Pharaoh and Priests 


The Egyptians have two types of Hero: the Pharaoh 
and the Priest. Each Egyptian civilization receives | 
one Pharaoh; Priests require gold, and are produced fl _ invisible shield that protects an area 
at the Temple or Town Center. The Pharaoh features | around the Monument from enemy 
several unique abilities, the most important being the {\ Sedpowers. 

ability to empower a building. Although the Pharach GES - 
can only empower one building at a time, it's possiblé 
to shift the empowerment to another building at any time. 

The results of the empowerment depend on the building: If you empower a Town 
Center, which also serves as a deposit for food and wood, the structure will research improve- 
ments faster. Empowering the Town Center will not speed up villager production or age 
advancement, though. Also, laborers depositing resources here will work faster than normal. 

| You can empower any building during construction to speed that process. A Monument 


empowered by a Pharaoh will gain favor at a faster rate. 
Cultural Differences il, 5) 


Ra's Monuments are cheaper and 
stronger than those of other Major 
Gods. Isis’ Monuments project an 


The Egyptian Pharaoh also is a capable warrior, best used against 
mythologtical units. The offensive strength of the Pharaoh increases with 
each Age-advance. Should the Pharaoh be killed in battle, a new Pharaoh 
appears at your original Town Center after a minute. The Pharaoh also can 


heal wounded allied units, but that duty usually falls 


begin under your 


until the followers of 
‚ Set research the Feral 


Sets Pharaohs and 
Priests have unique 

abilities. Sets Priests 
can convert any wild 


animal (except goats, 
pigs and cows, which 
are converted by 

anyone). Set's Pharaoh | 
can also summon | 


animals that already 


command. This is 
useful later in the game 
when the wild animals 
are depleted. Set 
animals are weaker 
than normal animals 


Ee 


improvement. 


— Greg 
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to the Priests. The Pharaoh :s also the only 
Egyptian unit who can claim relics. 

Priests serve primarily to heal wounded 
allied units; include Priests in all your military 
groups to heal the wounded. T'his can save 
valuable resources that would otherwise be 
needed to reproduce these units. Priests also 
boast a moderate attack, which is most effective 
against mythologtical units. 

Followers of Ra can use their Priests like 
Pharaohs, to empower buildings. Better yet, 
you can use multiple Priests to empower 
multiple buildings (including a Monument, 
empowering multiple Monuments does not 
increase favor rate). Followers of Set can use 
Priests to convert wild animals for use as a 
unique offensive weapon. 


| As an Egyptian, it's 


important for you to 


Ï have Priests present 


after every battle. If 
you have 20 guys, 
each with half-health, 


having Priests heal 


them is like gaining 

10 free units. 

— Matt “Maimin_matty” 
Scadding 
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Mercenaries and the Art of Defense 


The Egyptians provide several benefits that encourage a more defensive 
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game style. The Egyptians are the only culture with Mercenaries, produced 
at [own Centers. Mercenaries train very quickly, require only gold, and occupy no population 
slots. They re effective warriors, but perish automatically after a short time. (Mercenaries are 
effective against cavalry; Mercenary Cavalry are effective against archers.) 

Scouting and line of sight also play important roles. Priests can erect Obelisks, inexpen- 
sive but weak structures that allow you to see a long way in all directions. Use Obelisks at the 
edge of your towns or in choke points to monitor enemy movements. You also can erect them 
near your enemies to keep an eye on their resource gathering or expansion activities. In fact, 
Ísis’ Priests build Obelisks faster. The Lighthouse is another observation structure available 
only to the Egyptians. Lighthouses are massive structures with no offensive or defensive 
capabilities beyond their enormous line of sight. 

Also befitting their basically defensive posture is that Egyptians receive the first Tower 
improvement of the Classical Age free, just for advancing. (Subsequent Tower improvements 
require resources, including wood.) Note that this feature also allows for a sneaky early 
attack— building forward Towers to pin enemies within their base, hindering their resource 
gathering and expansion—that is explained in detail in Chapter 13. 
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Major Gods 


In the single-player campaign, your Major God has been chosen for 
you. In a Random Map or Multiplayer game, however, you choose which 
Major God to worship. The choice will frame your strategy and affect , 
your selection of Minor Gods throughout the game. KE when choose tie VOR 
This section covers the Egyptian Major Gods by describing their Ì Minor Gods in each age, 
cultural and military benefits, and offers strategic suggestions on best | consider the unigue 
exploiting their characteristics. Ve 
The following chart shows the Minor Gods from which your Major 
God allows you to choose at each Age-Advance. 


\ offer, as well as the god 


power. Although the 
god power will help 
you for an instant, the 


MAJOR GOD CLASSICAL AGE HEROIC AGE MYTHIC AGE myth improvements 
Ra Bast, Ptah Hathor, Sekhmet Horus, Osiris Û might benefit your 
lris Anubis, Bast Hathor, Nephthys Osiris, Thoth M_mititary or economy 
Sel Anubis, Ptah Nephthys, Sekhmet Horus, Thoth | more in the long run. 
| — Justin “GX Bear” 
The following chart offers strategic suggestions for choosing Il Rouse 
Gods, depending on what element of Age of Mythology you plan to 
emphasize. | | 
FOCUS ARCHAIC AGE CLASSICAL AGE HEROIC AGE MYTHIC AGE 
Economy Ra Bast Hathor Osiris 
Infantry Ra, Set Ptah Any Horus 
Archers Set Ptah Sekhmet Thoth 
Migdol Stronghold Ra, Set Anubis, Ptah Sekhmet Osiris, Thoth 
Defense lsis Bast Hathor Osiris 
Pharaoh and Priests Iris, Set Anubis Nephthys Osiris, Thoth 
Mythological Units Ra, Isis Bast Any Osiris 
Naval Units Ra, Isis Bast Nephthys, Sekhmet __ Osiris, Thoth 


Ba 


Ra, the most important deity to ancient Egyptians, is known as the God 
of the Sun. Choosing to follow Ra offers you a diverse set of strategies. 
Empowering-Priests and faster empowering Pharoahs can help build a 
strong economy, enabling a strategy heavy on mythological units and Ra's 
cheap Monuments, or a strategy heavy on Migdol Strongholds, source of 
Ra's improved Chariot Archers and Camelry. 


Ra's unique civilization benefits include: 


<2 Priests can empower buildings. Other Egyptian Gods allow their 
__ single Pharaoh to empower a single building at a time—the excep- 
tion being Osiris’ New Kingdom improvement in the Mythic Age, 
which lets you have two Pharaohs, each of which can empower a 
building. Followers of Ra, however, can build numerous Priests and 
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use them to empower all resource centers, drastically increasing the 
economic boom. Ra's Priests also can empower buildings during 
construction, speeding the usually slow Egyptian building process. 


<> Pharaoh empowers faster. Ra's Pharaoh empowers faster than the other 
two Egyptian cultures. Combined with Priests that can empower, this 
makes Ra the best and most versatile Egyptian economy civilization. 


{ lfyou are faithful to 
d Ra, scout with your 


<2 Monuments are stronger (+20% hit points) and cheaper (-25% 
resources). Followers of Ra can construct the Egyptian Monuments 
much more cheaply than followers of the other Major Gods can. Build all 
five Monuments to enable a favor-heavy strategy for more mythological 
units and more powerful improvements. 


Pharaoh instead of 
your Priest, because 

4 the Pharaoh has a 

| longer line of sight, 

Ì and your Priest can 

empower the economy 
while he's gone. With 

B luck, the Pharaoh can 

ĳ pick up a relic while 

MN he's out there, too! 


<> Chariot Archers and Camelry possess more hit points (+20% hit 
points) and are faster (+10% speed). [his allows a strong late-game 
Migdol Stronghold strategy from followers of Ra. Worship Sekhmet 

ii Methec (whose Bone Bow gives Chariot Archers longer range) and Osiris (Desert 

EB onsen Wind increases Camelry speed and attack) to further improve Ra's 

ns q strong Migdol Stronghold units. Ra's Chariot Archers and Camelry 


also move faster. 


Bain God Power 
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Ra's god power Rain invokes a rainstorm, causing all farms to produce food at a 
faster rate (as long as a laborer 1s working on the farm). No other allied or enemy 
god powers may be used on the map during Rain. Save Rain until the Classical 
or Heroic Age, after heavy farming has begun, but keep in mind that the god 
power affects enemy farms as well. Coordinate with your allies 
in a team game, to ensure maximum food output from Rain. 
Ra's god power affects everyone on the map, but affects the 
invoker more than enemies or allies. 


Skin of Rhino Emprovement 
EE Skin of Rhino improves the hack-and-pierce 


armor, and the hand attack, of your laborers. For 
instance, you could use this improvement to hunt 
wild animals better (or to counter Set's converted- 
animals attack—see Chapter 13), or to help defend against very 
early rushes. 


à 


Use Locust Swarm 
against an enemy 
before using your Rain 
power, so the enemy 
does not benefit from 
the improved food 
gathering. 


| 
| 
| 
| 


— Chris “Swinger” Rupp 
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Isis 
Isis, the wife of Osiris and mother of Horus, is a protective Goddess, and 
her benefits reflect this. Her benefits include Monuments that block 
enemy god powers, and fast-building obelisks to provide a long line of 
sight. Choose to worship Hathor in the Heroic Age, and research Sun- 
Dried Mud Brick to decrease the cost of buildings, complementing Isis 
improvements. Consider Thoth in the late game: The Book of Thoth 
improvement increases resource gathering to further fund defensive 
tactics. 

Isis’ unique civilization benefits include: 


<> Monuments block enemy god powers. Spread Isis’ Monuments throughout your main 
town, as a shield against enemy god powers such as T'hoth's devastating Meteor. Build a 
Monument on the outskirts of an enemy base and keep your assault group close, to 
prevent an enemy from attacking them with a god power. 


> Cheap technology improvements (-10% off food, wood, and gold requirements). All of 
Isis technology improvements are cheaper, including Age advancement. This helps save 
valuable resources to fund military units or even additional improvements. 


$P Priests build obelisks faster (+60% build rate). Obelisks are also cheaper (-60% 
resources). Use Isis’ Priests to quickly erect obelisks around the map. Use their height to 
scout the enemy’s whereabouts and activities. 


<> Town centers add +3 to population cap. Isis’ Town Centers provide an additional +3 to 
the Egyptian population cap. This allows production of a couple more laborers early in the 
game, to begin gathering resources before Houses are needed. Additional Town Centers 
built on settlements also provide +3 to the population cap. 


Prosperitu God Power 


Invoke Isis’ Prosperity god power to cause your laborers to gather gold at double 
their normal rate (even if you have already researched gold-mining improve- 
ments) for a short time. Maximize this god power by sending a majority of your 
laborers to mine gold before invoking Prosperity. 


Flood of the Dile Fmprovement 


Flood of the Nile must be researched at a Granary. Isis causes the Nile River to 
provide free food for your town. There's nothing to do other than research the 
improvement. [he free food automatically begins to trickle into your coffers. 
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Set is the God of Evil and of Chaos, the Desert, and Foreign Lands. Set 
also had an affinity with animals, which is reflected in this Major God's 
cultural benefits. Use Set's Priests and Pharaoh abilities to convert or 
summon wild animals, respectively. Complement Set's bonuses to 
Egyptian ranged units and Migdol Stronghold units by worshipping 
Ptah, Sekhmet, and Thoth. 


Set's unique civilizatton benefits include: 


<> Begin with a Hyena and extra animals appear at Temple on Age advancement. Set's 
followers begin with a Hyena, which can be used to scout or attack enemy villagers. Upon 
each age advancement, a batch of additional animals spawn at Set's Temple. 


<> Priests can convert wild animals. Set's Priests can approach any wild animal and put it 
under your control (just select the Priest and right-click on the animal). You can use this 
power to create an antmal army and harass enemy villagers at resource positions. Combine 
this benefit with Set's Feral improvement to increase the wild animals’ attack. 


<> Pharaohs can summon wild animals. Set's Pharaoh, at the cost of favor, can summon 
various wild animals (including apes, giraffes, crocodiles, and more) to use either as food 
or used as an army (see Figure 4.2). The Pharaoh recerves more animal options as you 

advance through Ages. 


<> Slingers and Chariot Archers train 
faster (+20 faster training rate). The 
Egyptian military's ranged units train 
faster under Set’s control. Combine 
this benefit with those of Minor Gods 
who also benefit Slingers and Chariot 
Archers (such as Ptah's Electrum Bullets 
or Sekhmet's Bone Bow). 


<> Slingers have more hit points (+10% hit 
points) and hack armor. In addition to 
training faster, Set's Slingers also have 
10% more hit points and resistance to 
infantry attacks. Combine with other 
Slinger benefits, such as Ptah's Electrum 
Bullets, to increase the power of Set's 

can be converted into offensive units or slaughtered for food. stronger Slin gers. 
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Vision God Power 


Invoke Set’s god power of Vision to gain the brief ability to see any part of the 
map, including unexplored areas. You can use Vision to scout the enemy's activi- 
ties and abilities, or to prepare for an attack using a more powerful god power, 
such as Horus’ Tornado or Thoth's Meteor. 


Feral Emprovements 


Research Set's Feral improvement to increase the damage caused when your 
converted animals attack. Research this improvement if you plan to use Priests to 
convert wild animals for an attack on an enemy s laborers, or in conjunction with 
a military rush in the Classical Age. When Set converts or summons an animal, 
tt has less food than a wild animal. Researching Feral also restores this food loss to wild 
animals, so it 1s useful economically as well. 


Minor Gods 


Each time you advance an Age, you must choose between two Minor Gods for worship. 
Your options depend on which major God you chose to worship at the beginning of the 
game. The Gods are very proud and jealous: Once you bypass a Minor God, you will never 
have the opportunity to select that God again, for the duration of the game. 

This section covers the Egyptian Minor Gods, describing their god powers, mythological 
units, and unique improvements. Here you'll find strategic suggestions for exploiting their 
characteristics to maximum effect. 


The following chart shows the Minor Gods, their Age, and their Major God affiltation. 


MINOR GOD AGE ADVANCEMENT MAJOR GOD 
Anubis Classical Age Isis, Set 
Bast Classical Age Ra, lsis 
Ptah Classical Age Ra, Set 
Hathor Heroic Age Ra, Isis 
Nephthys Heroic Age Isis, Set 
Sekhmet Heroic Age Ra, Set 
Horus Mythic Age Kassel 
Osiris Mythic Age Ra, lsis 
Thoth Mythic Age lsis, Set 
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(Fnubis — Classical Age 
Anubis is the God of Judgment (and, logrcally, of the Dead). Anubis’ 


improvements benefit Spearmen and mythological units. 


ID lague of Serpents God Power 
Invoke Anubis’ Plague of Serpents god power by targeting an 


area on the map. Serpents will appear and defend the area. 
You can't control them; they won't leave the area into which 
they're summoned even to pursue fleeing enemies. The 
serpents remain in the area until killed, aren't very strong against laborers, and wont attack 
buildings. If the god power 1s invoked over water, sea serpents appear. They will attack only 
warships, not fishing ships. Use the god power as a defensive measure to help protect a town 
or resource-gathering area from enemy attack. 


Enubite Muthotogical Cmt 

The Anubite is a fast-moving mythological infantry unit that possesses the 
ability to leap into combat. When the Anubite nears the enemy, the unit jumps 
toward the enemy, covering the distance faster than any other unit could. This 
provides both advantages and disadvantages. Avoid leaping into combat too far 
m front of your other troops, or the Anubites may be overmatched until your other units enter 
the battle. However, the Anubites can quickly reacn enemy ranged units that are far from the 
fight. Use Anubites against human soldiers rather than Hero units, and improve them with 
the Feet of the Jackal improvement. 


Beet of the %ackal Emprouvement 


This improvement boosts Anubite hit points, attack power, and jumping 
distance. Research this improvement if you plan a laseidaf Age (or early Heroic 


Age) strike with a squad of Anubites. 


Serpent Spear Emprovement 

5 Research this improvement to increase the attack of Egyptian Spearmen, which 
ô are most effective against enemy cavalry units. Anubis grants the Spearmen 
weapons coated with venom to increase damage. This is certainly a mandatory 
improvement should your enemy send massed cavalry units against you. 
Combine this improvement with others, including Horus’ improvements called Spear on the 


Horizon and Greatest of Fifty. 
Heeeopolls Improvement 


‘The Necropolis improvement increases the rate at which your civilization gans 
favor. Íf you plan a heavy mythological-unit strategy, research this improvement 
to help fund your plan. Make sure you have all frve Monuments to maximize the 
benefit of this improvement. 
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Bast — Classical Age 


Bast is the Goddess of Fertility. Bast's improvements aid farmers and 
wood gatherers. 


Clips God Power 


Invoke the Eclipse god power to cause the day to immed1- 
ately turn into night for a short time. During the Eclipse, all 
of your mythological units receive attack and speed bonuses. 
| Obviously save Eclipse for when you possess a large amount 
z mythological units and are prepared to mount an assault. Eclipse only affects the invoker 
and also blocks other god powers, keeping your improved mythological units safe from 


enemy deity counterattack. 


Sphinx Muthological Cnit 

The Sphinx is a fast unit that turns into a sand vortex when attacking. Use the 
Sphinx against human soldiers and buildings. Bast offers two Sphinx improve- 
ments—Criosphinx, which improves hit points and attack damage, and 
Hieracosphinx, which improves speed and attack damage. You must research 
Criosphinx before Hieracosphinx becomes available. 


Criosphinx Lmprovement 


Bast's first Sphinx improvement turns Sphinxes into Criosphinxes, which 
increases the mythological unit s hit points and attack damage. 


Mieracosphinx Emprovement 
Bast's second Sphinx improvement turns Criosphinxes into Hieracosphinxes, 
which increases the mythological unit's speed and attack damage. 


Re be Improvement 


Research the Sacred Cats improvement to cause farms to produce food faster 

(as long as a farmer works the farm). Bast's cats protect the farms from vermin, 
which increases the amount of food produced. Save the resources required for 
this improvement until you've begun heavy farming. Combine this with Ras god 
power Rain for a big increase in farm production. 


Minor Gods Dd 50 
/ & 


Eidze of CCepawet Emprovement 


Bast's Adze of Wepawet enables faborers to knock 
down trees and gather wood faster. Egyptians aren't 
as dependent on wood as other cultures, at least in 
the early ages. But if you plan to improve Towers in 
the Heroic or Mythic Ages, acquire certain improvements (such 
as improvements to gold and farming), or produce certain 
mythological units and ranged units (such as Chariot Archers), 
consider this improvement in the Heroic Age. It will increase 
wood gathering to fund these improvements or units. 


Ptah — Classical Age 


Ptah is the God of Creation. Ptah's 
improvements benefit farms, Axemen, 
Slingers, and Spearmen. 


smjnng sands God Power 


… Pm te. 


ere 


When playing on island 
maps, you can bypass 
building a navy by 
transporting your units 
across the map with 

the Shifting Sands or 
Underworld Passage 
god powers, or in the 
Roc mythological unit. 


— Kevin “The Sheriff ” 
Holme 
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Invoke Prah's Shifting Sands god power to 
teleport allied or enemy units from one location to another 
(see Figure 4.3), either as an offensive or defensive tactic. 


— Shift allied units beyond enemy defenses to conduct an 


You have invoked the Shiftinmsaks Power! 


Figure 4.3 Teleport a group of enemy villagers into an ambush, with 
Ptah's Shifting Sands. 
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attack, or teleport an enemy 
invasion away from your units. 
You must be able to see both 
areas (for instance, with the 
assistance of Set's Vision god 
power) to invoke the god 
power successfully. Shifting 
Sands teleports all allied units, 
but only a random sampling of 
enemy units will be affected. 
Land units cant be teleported 
into the sea and naval units 
cant be teleported onto land. 


ven En Cnit 


Named for the Serpent Goddess who appears in snake form on the Pharach's 
crown, the Wadjet mythological unit spits venom from long-range. Use the 
Wadjet against human soldiers; beware of enemy Heroes, who are most effective 
in countering the Wadjet. 


Shaduf Emprovement 


Ptah's invention, the Shaduf, decreases the cost and build-time of farms. 
Research this improvement after you ve exhausted other food sources and have 
begun farming. After constructing your cheaper farms, invoke Ra's god power 
Rain to increase food production. 


Scalloped Axe Emprovement 


Research the scalloped axe improvement to increase the attack damage of your 
Axemen. Egyptian Axemen are most effective against infantry units, so if your 
enemy concentrates on infantry, research this improvement. Combine this 
improvement with Horus’ Axe of Vengeance improvement to add bonus damage 
vs. buildings to your improved Axemen. 


Electrum Bullets Lmprovement 


Prah's Electrum Bullets improvement increases the attack damage of Slingers. 
2e seg Egyptian Slingers are most effective against enemy ranged units. Research this 
improvement if you need to do more damage to an enemy with a heavily ranged 
army. To add bonus damage against infantry units, combine Electrum Bullets 
with Sekhmet's Slings of the Sun. Combine this improvement with Set's stronger Slingers, 
which boast more hit points and hack armor…. plus they train faster! 


Leather Frame Shield Emprovement 


The Leather Frame Shield improvement auygments the pierce armor of 
Spearmen, making them more resistant to ranged attacks. Spearmen have bonus 
damage against cavalry but can be countered with enemy ranged units. Stack 
Prah's Leather Frame Shield with other improvements for Spearmen, including 


Horus’ Spear on the Horizon and Greatest of Fifty. 


Mathor — Meroic Age 


Hathor is Goddess of the Sky. Hathor's improvements benefit 


Mercenaries and buildings. 
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Locust Swarm God Power 


Invoke Hathor's Locust Swarm god power to summon a plague of locusts upon 
enemy farms or fishing boats. You can really set back an enemy who's heavily 
dependent on those resources. You also can use Locust Swarm as a diversionary 
tactic, following the swarm with an offensive at a weak area or expansion of the 
enemy base. While they're busy mending their farms or boats, you're applying further pres- 
sure with an attack. 


Petsuchos Muthological Cunit 


Hathor offers two mythological units. Her offensive unit is the Petsuchos, a 
bejeweled crocodile that fires a focused ray of sunlight. The Petsuchos is effective 
against human soldiers, and features bonus damage against other mythological 
units. (As usual, steer clear of Hero units.) You must support Petsuchos with 
melee units; the Petsuchos 1s a ranged unit ineffective at close range. 


Roc ee tie Cnit 


Use this mythological unit to transport troops from one area of the map to 
another, including over water and other impassable terrain. The Roc cant attack, 
but it can be damaged by enemy ranged units, including Towers and other 
defensrve structures. 


Crocodopolis Emprovcment 


Research the Crocodopolis improvement to increase the range of your Petsuchos 
units. Increased range certainly helps, by grving them more firing opportunities 

pet before an enemy can reach them, but dont fail to support them with melee units. 
tee Even with this improvement, the Petsuchos is still ineffective at close quarters. 


Medjau Emprovement 


The Medyjay improvement boosts the hifespan of Blnian Mercenaries and 
Mercenary cavalry. Research this improvement if you need added defense for 
your town while your main army is exploring or seeking to attack another posi- 
tion. Be careful, however. Mercenaries produce fast and don't oecupy population 
slots, but they are expensive and can drain your gold coffers quickly. 


Sun- Dried Mud Brick Lmprovement 

ee Research this improvement to increase building hit points, and lower the cost of 
construction. Combine this improvement with Ísis’ improvements for cheaper 
technologies and buildings. Maximize the benefits of this improvement before 
creating multiple Migdol Strongholds. Since many Egyptian buildings are free 
(resource structures, Houses, etc.), reaping the rewards of this improvement could be difficult 
unless you plan ahead. 
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Dephthus — Ieroic Age 
Nephthys 1s the Goddess of Night and of Death. Nephthys’ improve- 


ments are to Pharaohs and Priests. 


4incestors God Power 


‚ER Invoke Nephthys’ Ancestors god power to summon an army 
ANU of dead soldiers to rise and fight again. Unlike Anubis’ 
Plague of Serpents, the Ancestors can be controlled just like 
normal military units. However, your dead soldiers will only 
come back for a short tirne, and can disappear even before being slain again. This god power 
can be stacked with Plague of Serpents for added defense at an important map position. If 
invoked on water, Ancestors summons ghost ships instead. 


gplachpn Miuthotogical Cnit 

Leviathan, also “Twisted Animal” in Hebrew, generally refers to any gigantic 
animal. In Age of Mythology, the Leviathan 1s a ving naval transport that can 

< counterattack enemy ships and defend itself. If you're facing Leviathan, counter 
it with ramming ships. 


Scorpion Man Muthological Cnit 

Scorpions had a large influence on Egyptian mythology. Nephthys' offensive 
mythological unit attacks with a sword and a venomous stinger. The Scorpion 
Man has a devastating attack against human soldiers but is weak against Hero 
units, such as the Norse Hersir, Egyptian Pharaoh, or Greek Heroes. The 
Scorpion Man's venom affects several units at once, who will continue to take damage for a 


few seconds. 


Spirit of Ma'at Emproocment 

Research Nephthys’ Spirit of Ma'at improvement to reduce the cost of Priests 
and improve their healing rate. If you plan to support your army with healing 
Priests, this improvement will prove both economic and militarily useful. You 
can produce more Priests for less gold, and they'll heal your wounded faster 
between battles. 


Funeral Rites Emprovement 

| Nephthys' Funeral Rites improvement increases the attack damage done by the 
Pharaoh and Priests to mythological units. The Pharaoh, a Hero, is already 
powerful against mythological units, and after each Age-advance, the Pharaoh 
| becomes even stronger. Keep in mind, however, that if the Pharaoh joins your 
military, he won't be available to empower buildings. For added benefit, combine this 
improvement with Osiris’ New Kingdom improvement, which provides an extra Pharaoh. 
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Citu of the Dead Emprovement 

Research the City of the Dead improvement to make Pharaohs stronger and 
help them return from the dead more quickly—as in under a minute. Stack this 
rmprovement with Funeral Rites and Osiris’ New Kingdom to further increase 
the power of the Egyptian Pharaoh. This is a mandatory improvement if you 
plan to shaft the Pharaoh from an empowering unit to an offensive power against enemy 
mythological units. 


„ Sekhmet — Faeroic Age 


Sekhmet is Goddess of Warfare and of the Desert. Sekhmet's improve- 
ments benefit Slingers, Chariot Archers, Catapults, Siege Towers, and 
War Barges. 


Citadel God Power 


MU Sekhmets god power can transform your [own Center or 

be that of an ally into a defenstve Citadel, with increased hit 
points and attack. You can invoke Citadel on any allied Town 
| Center, even af it is Greek or Norse. Consider using this god 
power on a second or third settlement, which will likely have fewer defenses. 


Scarab Muthotogical Cunit 

PAY he ancient Egyptians considered the scarab beetle sacred; it is often used in art 

| to represent Ra. Sekhmet s Scarab mythological unit 1s a living siege weapon, a 
lumbering insect with immense power (bonus damage) against buildings and 
towers. Support your Scarabs as you would any siege weapons, with melee and 
ranged forces to protect them (see Figure 4.4.) 
The Scarab also spews corrosive blood as it 
dies, damaging any enemy unit next to it. 
Keep this in mind if attacking a Scarab. It's 
best to let ranged units finish off the beast. 


Bone Bow Emprovement 
Íncrease the range of Chariot 
Archers by researching 
JN Sekhmet's Bone Bow improve- 
ment. Protect your Chariot 
Archers, highly vulnerable to cavalry 
attacks, with melee units. Combine this 
improvement with Ra's benefit of increased 
hit points for Chariot Archers to further 
increase this ranged weapons potency. You 


Figure 4.4 Treat Scarabs like other siege weaponry —protect could also combine this improvement with 
them with units that counter cavalry! Set's faster training Chariot Archers. 
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Se of the Sun Emprovement 


Sekhmet can give your Slingers burning slings, enabling extra damage to 
infantry units. Slingers are most effective against enemy ranged units, and this 
improvement could prove valuable should your opponent shift to the use of 
infantry against them. Combine this improvement with other benefits to 
Slingers such as Set's Slingers, who train faster and have more hit points and increased 
hack armor. 


Stones of Red Linen Improvement 


Stones of Red Linen allows Sekhmet's Catapults and War Barges to inflict 
increased damage to buildings. Both units already offer bonus damage against 
buildings. This improvement increases it. If you plan a massive siege assault, 
consider this improvement so you can quickly topple defensive Towers and 
other structures. 


Rams of the CCest CCíind Emprovement 


Sekhmet's Rams of the West Wind grants increased hit points and attack 

| Zn damage to your Siege Towers. You will likely only need to research either Rams 
Za of the West Wind or Stones of Red Linen, depending on your selection of siege 
weaponry, but if have both types, you can certainly improve both. 


Morus — Muthic Age 


Horus is God of Vengeance. Horus’ improvements benefit Axemen and 
Spearmen. 


‘Fornado God Power 


Horus unleashes his wrath with his Tornado god power, a 
twisting funnel-cloud that can sweep up entire armies and 
erush buildings into dust. Once invoked, the Tornado moves 

sd around randomly (its path can't be controlled) and can 
damage even allied units and buildings, although the damage is greater to enemy units and 
buildings. To invoke Tornado, you must have line of sight on the area where you wish to 
unleash Horus’ wrath. 


eivenger Miuthotogical Cnit 


Horus’ Avenger is a fast-moving mythological unit that can attack multiple 
enemy units at once with 1 its whirlwind attack (periodically used automatically). 


best to assault it from a distance with ranged nne or mythological units Bd 
certainly rn 
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éixc of Vengeance Emprovement 

V_ Research Horus’ Axe of Vengeance to increase the damage Axemen can do to 
buildings and walls. ‘To produce strong Axemen effective against both infantry 
and buildings, combine this improvement with Ptah's Scalloped Axe. 


Greatest of Fiftu Lmprouement 


Horus’ improvement called Greatest of Fifty improves the pierce armor of 
Spearmen (making the units more resistant to archers) and adds bonus damage 
against enemy archers. Combine this improvement with Ptah's Leather Frame 
Shield, which also strengthens the Spearman's pierce armor. 


Spear on the Laortzon Emprovement 


Research the improvement called Spear on the Horizon to increase the hit 

points of Spearmen and improve their attack damage. For even stronger armor 

and more bonus damage to archers, combine this improvement with Greatest of 
Ei Fifty and Leather Frame Shield. 


Osiris — Muthic Agt 


Osiris is God of Judgment in this Age. His improvements benefit 


Camelry, Pharaohs, and archer ships. 


Son of Osiris God Power 


Osiris unique god power, Son of Osiris, can transform a 
single Pharaoh into a new Hero, the aptly named Son of 
Osiris. This new Hero offers greater empowerment ability 
(the effects are even greater than the Pharaoch's) and an 
impressive charn-lightning attack, particularly damaging against mythological units. You can 
research Osiris’ New Kingdom improvement to gain a second Pharaoh, but only one of the 
two can be transformed into the Son of Osiris. The Son of Osiris cannot be healed by Priests 
or any ally means. If killed, aà normal Pharaoh will respawn to take his place. 


Mummu Muthotogical Unit 


Osiris commands undead Pharaoh units called Mummies. The attack of these 
mythological units can convert enemy human units into minions, which can be 
controlled and used against your enemy (although they perish automatically 
after a short time). Mummies are very expensive but can turn the tide in a battle 
by converting tough enemy units. As with other mythological units, steer clear of Hero units. 
Improve the Mummies by researching Osiris’ Atef Crown, which increases the lifespan of 
your minions. 
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Atef Crown Emprovement 

This improvement boosts the strength of your Mummies and increases the 
hfespan of their minions. Get the most from this expensive tactic by supporting 
your human units with a gang of Mummies, which can transform enemy units 
into allied minions. 


Desert CCind Emprovement 

Be Osiris’ Desert Wind improves Camelry units by increasing their speed and the 
ntm strength of their attack. Combine this improvement with other Camelry and 
Migdol Stronghold benefits, including Ra's increased Camelry hit points. 
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Dew Kingdom Emprovement 
h « Research this improvement to create a second Pharaoh, which can be used to 
f ik + empower additional buildings or to replace the Pharaoh transformed into the 
8 4 Son of Osiris. Stack this improvement with Nephthys’ excellent Pharaoh 
A __ improvements to possess two combat units highly effective against mythological 
units. The secondary Pharaoh will continue to respawn, like your original Pharaoh, so you 
will have two for the rest of the game. 


Funeral Barge Emprovement 
Osiris can boost your naval dominance with the Funeral Barge. Research this 
improvement to give your Kebenit warships bonus damage against other archer 


ships. 


Thoth — Muthic Age 


Thoth is the God of Wisdom. Thoth's improvements benefit laborers and 
Migdol Stronghold units. 


Meteor God Power 


Invocation of Thoth's Meteor brings a barrage of flaming 
meteors upon a designated area (see Figure 4.5). You must 
have line of sight on the targeted area to invoke the god 
power. Meteor 1s strongest against enemy buildings, but 
inflicts moderate damage on enemy units. Nearby allied units and buildings will also take 
damage, although the allied units tend to get thrown, rather than sustaining significant 
damage. 


Minor Gods pd 67 


Phoenix Mauthotogical Cnit 


The Phoenix is a slow-moving air unit that can only be countered with ranged 
units. If a Phoenix 1s killed in battle, it reverts to egg form, which remains at the 
site where the creature was kalled. You can retrain the Phoenix from the egg for 
the same cost as a new Phoenix. The benefit is that the slow-moving unit will 
typically be closer to the battle once 
retraining is complete. Furthermore, you 
wont have to tie up a temple to produce a 
replacement. No egg 1s created if the 
Phoenix dies over 1mpassable terrain, such 
as rocks or water. Use the Phoenix primarily 
against human soldiers or buildings. 


Sca Turtle Muthological Cmt 
A En The Egyptians considered the 
EKE NN turtle a creature of night and 
dark water, and typically asso- 
ciated it with Set, God of Evil 
and enemy of Ra. Thoth's Sea Turtle 
mythological unit is a ship-kalling specialist. 
Enemy ships are literally flung out of the 


Figure 4.5 Ruin your enemy's day with a barrage of flaming _ water. Support a naval offensive with the 
meteors trom the hand of Thoth. Sea Turtle. 


Book of Thoth Lmprouvement 


‘The Book of Thoth offers a potential late-game resource explosion. Research 
this improvement to allow your laborers to gather food, wood, and gold faster. 

“ ) N With Bookof Thoth, the out-classed Egyptian Villagers can catch up or surpass 
BKS Greek or Norse ones. Stack this improvement withother resource-gathering 
improvements to fund T'hoth's Migdol Stronghold units and their improvements. 


Tusks of @Apedemak Lmprovement 

‘Tusks of Apedemak increases the hit points and attack damage of War 
Elephants. If you worship Set you can use this improvement to build even 
cheaper, stronger Elephants. You also can research T'hoth's companion improve- 
ment, Valley of Kings, to speed the production of these great beasts. 


Vallen of the Kings Emprovement 


us ez Research this improvement to train Camelry, Chariot Archers, and War 
Elephants faster. The difference is dramatic. Migdol Stronghold units appear 
almost as fast as Egyptian Mercenaries! 
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Miülitaro Cmts 


This section describes the Egyptian military units, including siege and naval units. The 
following charts reveal where to upgrade each unit and how the unit improves after research. 
Note that all military units can be improved at the facility 
at which they're produced (such as “Barracks,” for 
instance). Units are first improved to Medium, then to 


Please see the Appendix 
Heavy, then to Champion. for complete stats on all 
et Egyptian units, structures, 
AIX P m J n and improvements. 
RE The Egyptian Axeman is most effective / 


against other infantry units. Avoid cavalry, 

ranged, and mythological units. Researching improvements will increase both 
the attack and defense of Axemen, and Horus’ Axe of Vengeance adds bonus 
damage against buildings. The Axeman will lose to the Throwing Axeman, who is the best 
counter-infantry. 


UPGRADE IMPROVES 
Barracks Attack, Hit Points, Training Rate, Line of Sight 
Armory Attack, Armor 
Ptah's Scalloped Axe Damage 
Horus’ Axe of Vengeance Damage vs. Buildings 
Slingers 


Slingers are the initial ranged unit of the Egyptians and one of their few 
technology-tree items that requires wood. You'll need to stretch the 
Egyptian economy to include wood if you plan to fund an army of 
Slingers, which are most effective against enemy archers. 
Support Slingers with melee units to defend them against cavalry. 
This is the only ranged unit Egypt has until the Chariot, so use 


them against archers or counter-infantry units. 


UPGRADE IMPROVES 

Barracks Attack, Hit Points, Training Rate, Line of Sight 
Armory Weapon, Armor 

Set Training Rate, Hit Points, Hack Armor 

Ptah's Electrum Bullets Damage 

Sekhmet's Slings of the Sun Damage vs. Infantry 
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Spearman 

The Egyptian Spearman 1s most effective against cavalry units and vulnerable to 
infantry, ranged, and mythological units. The Egyptian technology tree offers 
many Spearman improvements to increase their power against cavalry units and 


archers. Early on, Spearmen are the best counter against Slingers. Slingers are 
better at beating other archers. 


UPGRADE IMPROVES 

Barracks Attack, Hit Points, Training Rate, Line of Sight 
Armory Attack, Armor 

Anubis’ Serpent Spear Damage 

Ptah’s Leather Frame Shield Pierce Armor 

Horus’ Spear on the Horizon Damage, Hit Points 

Horus’ Greatest of Fifty Pierce Armor, Bonus Damage vs. Archers 


Chariot Archer 
| À ranged unit as mobile as cavalry, the Chariot Archer 1s better than the slow 
; Slinger at hit-and-run tactics. Stll, support this mobile unit with melee units to 
De , protect the fragile chariots from cavalry or counter-cavalry units. Chariot 
ABL Archers are good against infantry but not very effective against buildings or siege 
weaponry. The Chariot Archer also requires wood to build. If you plan to use this versatile 
unit, adjust your economy accordingly. 


UPGRADE IMPROVES 
Migdol Stronghold Attack, Hit Points, Training Rate, Line of Sight 
Armory Attack, Armor 
Ra Hit Points, Speed 
Set Training Rate 
Sekhmet’s Bone Bow Range B 
Thoth’s Valley of the Kings Training Rate 
Camelru 


Camels form the backbone of the Egyptian cavalry. Steer clear of enemy units 
that are effective against cavalry, such as Greek Hoplites, Egyptian Spearmen, 
Norse Ulfsarks, and mythological units. Mobilize Camelry against siege 
weaponry, archers, and cavalry (Camelry boasts bonus damage vs. cavalry units). 
Stack improvements to build stronger, faster Camelry that can be trained faster. 


UPGRADE IMPROVES 

Migdol Stronghold Attack, Hit Points, Training Rate, Line of Sight 
Armory Attack, Armor 

Ra Hit Points, Speed 

Osiris’ Desert Wind Speed, Damage 

Thoth's Valley of the Kings Training Rate 
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(Car Elephant 
NE The Egyptian's most powerful non-mythological unit is the 
B, War Elephant, produced at the Migdol Stronghold. The 
Elephant is a strong, slow, and expensive unit that's most 
effective against enemy buildings (though tt will certainly 


defeat many things standing in its path). Protect these expensive units Ì Research Nephthys’ 
well! Losing a War Elephant would be a waste of extremely valuable late- Nl city of the Dead 
game resources. Counter the War Elephant with infantry units or U improvement to turn 


counter-cavalry such as the Camel or Prodromos. j your Pharaoh into a 


| powerful warrior. 


UPGRADE IMPROVES R Combiíne that with 
ner vem re err rr ee 8 Er . r | 
Migdol Stronghold Attack, Hit Points, Training Rate, Line of Sight HE WOUT ELELDE 
RNR Mm == improvement later on ‚ 
Armory Attack, Armor | | 
= Ponts AHBER | to give you a second 1 
Thoth’s Tusks of Apedemak Hit Points, C Piiasach. Now you will IN 
Thoth's Valley of Kings Training Rate have nbs werft 
ranged units that come ! | 
DP h arag h | back for free if they re i 
. ki killed, and do not count | 
The Pharaoh, the Egyptian Hero unit, appears automati- ET 
cally at the start of a mission or multiplayer game. You can |_population limit. | | 
only possess one Pharach at a time (unless you choose —_ Kevin “The Sheriff ” | 
Osiris’ New Kingdom improvement). Pharaohs have Holme IE 


multiple uses. The Pharaoh can empower a building, increasing build 
rate, resource gathering, favor-gain-——any activity focused on the 
building. The Pharaoh also is an effective fighter against mythological units and the only 
Egyptian unit that can collect relic. The Pharaoh improves as you advance through the Ages, 
and can further be improved through Nephthys’ improvements and Osiris’ Son of Osiris god 
power. The Pharaoh also can heal wounded allied units. If killed, the Pharaoh returns to the 


Town Center after remaining dead for a minute. 


UPGRADE IMPROVES 

Armory Ättack, Armor 

Ra Faster Empowering 

Set Summon Animals 

Nephthys’ Cíty of the Dead Stronger, Faster Resurrection 
Nephthys’ Funeral Rites Damage to Mythological Units 
Osiris’ Son of Osiris Transformation, Greater Power 
Osiris’ New Kingdom Second Pharaoh 
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The Egyptian Priest is a secondary Hero unit that can heal wounded allied units. 
It's wise to include a couple of Priests in all of your offensive military groups! Ra's 
Priests also can empower buildings, just like the Pharaoh (enabling followers of 
Ra to empower multiple buildings). Set's Priests can convert animals, which can 
be used to attack the enemy. Priests can be used on offense but aren't as strong as normal 
combat units. Use Priests against mythological units. You can increase their strength by 
researching Nephthys’ Funeral Rites. Priests are weak in the Classical Age, but automatically 
get better in later ages. 


UPGRADE IMPROVES 
Armory Attack, Armor 
Ra Can Empower Buildings, Faster Empowering 
Set Can Convert Animals 
Nephthys’ Funeral Rites Damage to Mythological Units 
Nephthys’ Spirit of Ma'at Healing Rate, Lowers Cost 
Mercenaru 


Mercenaries are created at Town Centers. Mercenaries train quickly, require no 
population space, and cost only gold, but live only a short time. You will use 
Mercenaries to defend against an early rush or to protect a newly created settle- 
ment from counterattack. Use Mercenaries with caution, because it's very casy to 


expend all your gold reserves. Mercenaries are most effective against cavalry units. 
Mercenaries also get better in later ages automatically. 


UPGRADE IMPROVES 
Armory Attack, Armor 
Hathor's Medjay Lifespan 


Mercenaru Cavalru 

Reaching the Heroic Age rewards you with a new type of Mercenary, Mercenary 
cavalry, which is most effective against archers. Use infantry units to counter 
Mercenary cavalry. Mercenary cavalry functions in the same way as the original 
Mercenaries. They are very useful at defeating enemy siege weapons advancing 
on your town. The Mercenary Cavalry also get better in later ages automatically. 


UPGRADE IMPROVES 
Armory Attack, Armor 
Hathor's Medjay Lifespan 
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Sie 5e Tower 

Uil The Egyptian Siege Tower can transport units and ram enemy buildings, but its 
lack of speed leaves the unit vulnerable to cavalry. This siege weapon has a 
moderate arrow-attack defense, but it is still wise to support a group of Siege 
Towers with forces that counter cavalry. Improve the Siege Tower at the siege 


works, or by worshipping Sekhmet and researching Rams of the West Wind. 


UPGRADE IMPROVES 
Siege Works Ättack Speed, Damage 
Sekhmet’s Rams of the West Wind Hit Points, Crush Attack 


Catapult 

The staple of the Egyptian siege force is the Catapult, a long-range weapon most 
effective against towers, walls, and buildings. Unlike the Siege Tower, the 
Catapult has no defense, so it must be protected. Position anti-cavalry units near 
the Catapult. Improve the Catapult at the Siege Works or by researching 


Sekhmet's Stones of Red Linen improvement. 


UPGRADE IMPROVES 
Siege Works Attack Speed, Damage 
Sekhmet's Stones of Red Linen Bonus Damage vs. Buildings 


Kebenit 
5 | %\ The Egyptians cheapest warship i is the Kebenit, an archer ship that's good 

El | against hammer or ramming ships. Research Osiris’ Funeral Barge to improve 
the Kebenit's attack damage against other archer ships. Counter Kebenits with 
siege ships such as the Egyptian War Barge, or mythological naval units. 


UPGRADE IMPROVES 

Dock Attack, Hit Points, Range 
Armory Ättack, Armor 

Osiris’ Funeral Barge Bonus Damage vs. Archer Ships 


Ramming Galley 
The Egyptian Ramming Galley, or Hammer Ship, rams enemy vessels at close 
range. It's most effective against siege ships and can be countered by using archer 


ships. 


UPGRADE IMPROVES 
Dock Âttack, Hit Points 
Armory Attack, Armor 
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(Car Barge 


The War Barge is an Egyptian naval siege weapon that boasts excellent damage 
against buildings and archer ships. Counter these siege ships with Ramming 
Galleys. Research Sekhmet's Stones of Red Linen to increase the War Barge's 
bonus damage against buildings. Like all siege ships, the War Barge will not be 


able to outrange Towers and Fortresses until it has research its Mythic War Barge upgade, 
Naval Oxybeles. 


UPGRADE IMPROVES 

Dock Hit Points, Range 

Armory Attack, Armor 

Sekhmet's Stones of Red Linen Bonus Damage vs. Buildings 
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_DPorse Culture 


his chapter covers Age of Mythology's Norse culture. There are 
| important differences between the Norse and the Greeks or 
| Egyptians, and we’ll explore how those differences influence strategy. 
We'llalso analyze the complete list of Norse Gods and their god powers, 
‚ mythological units, and technological improvements. 
| Finally, we detail the Norse military units. 
| After studying thís chapter, check out 
| Chapter 14 for advanced Norse 


| strategies, written by 
‚ Ensemble Studios’ 

| 

expert players. 


_ 
Ì 


Cultural Differences 


The Norse are quite different from Age of Mythology's other two cultures. Two distinct units — 
gatherers and Dwarves—are used to collect resources of food, wood, and gold; the Norse 
infantry not only wages war but also constructs all structures except farms; favor can be gamned 
from the Norse Gods only through hunting and combat; and the Norse Hero unit, the Hers:r, 
can be produced in mass quantities. Norse armor, including building strength, is weaker than 
that of other cultures, but their warriors’ attacks are more punishing. In this section, you'll learn 
the primary differences between the Norse and the Greeks and Egyptians. 


Resource Gathering 


The Norse use two separate units, gatherers and Dwarves, to collect resources. Although 
either can collect food, wood, or gold, each has a specialty: Gatherers are more proficient at 
hunting, farming, and collecting wood, and Dwarves are best at mining gold. 


KSA nn Instead of building stationary structures to 
B_ Worship Thor and benefit from cheaper serve as resouree-collectton camps, the Norse 


Dwarves that gather wood and food faster depostt their resources in movable Ox Carts. This 
than other Norse Dwarves. When following saves resources and time. Since Ox Carts can be 
Thor, use the Dwarf as your primary moved, it's to your advantage to place them 


| resource collector to exploit its cheaper cost and save the s : 8 
re” he en midway between multiple resources—a gold mine 
\ food resources required to use gatherers. 


S he a, and aclump of trees, for instance—to save the 

nemen ennen mene nntnnnnnnnentennmnn ann resources and time required to construct another 
cart. Resources deposited in the cart automatically reach your coffers;, you don't have to move 
the Ox Cart to a Town Center. > 


CCGorshipping the Gods 


The Norse gain favor from ther Gods by engaging 1n war. All damage dealt to opposing 
units and buildings adds to favor. Hunting animals for food also generates a small amount of 
favor. The Hero unit, the mighty Hersir, gars favor faster than other units. Norse mytholog- 
cal units never gain favor. 

Because favor is generated through combat, it's 1mportant for the Norse to engage in 
battle early in their development. Favor funds mythological units and unique God improve- 
ments, which often prove vital in late-game situations. The Norse can generate a lot of favor 
in a hurry, through battle. Advancing quickly to the Classical Age and mounting a rush 
aganst an enemy will certainly add favor, and :t may provide an early advantage that spells 
victory (see Chapter 14 for strategic examples). 

The Norse have only one Hero unit, the Hersir, but it can be produced in mass numbers— 
the only restrictton 1s the population cap. Production of Hersir—at the Longhouse and 
Temple—does not require favor, only food and gold. Herstr also gain favor in combat at a rate 
double that of other human units, so it's wise to mix them in with your other units. In fact, 
Hersir generate a small amount of favor for simply being on the map. Like Greek and 
Egyptian Heroes, Hersir are most effective against mythological unsts. 
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Infantru Focus 


Like the Greeks and Egyptians, the 
Norse have ranged units, cavalry, and 
siege units in their military, but the 
Norse focus on their infantry (see 
Figure 5.1). Not only do Norse infantry 
units fight, but they re also required to 
build Norse structures and defenses. 
(Farms are built only by gatherers.) 


El sea Mx, 
When you begin a Random Map or EE 


wees, youwill need to use Town Contoms | 


Multiplayer game as the Norse, youre pes 
provided with a single Ulfsark (the B 


infantry unit best used against cavalry) 
to use for building structures. To build 


faster, assign multiple infantry units to Figure 5.1 The Norse use infantry to construct new buildings 
the task. and defenses. 


‘The Norse focus on infantry goes 
even further than construction: The 


Ulfsark is one of the more versatile units, with many potential improve- 
ments throughout the Norse god paths; Norse gatherers can be instantly 
trained to become Ulfsarks; the Hersir Hero is an infantry unit, and can 
build structures, in addition to its Hero duties; and the Norse have the only 
infantry unit best used against enemy archers, the Huskarl. 


Major Gods 


Be very careful when 
forward building as 


Norse —iíf you re 
j discovered and can't 


get a foothold, it's 
In a single-player Age of Mythology campaign, your Major God is chosen for || almost “game over.” 
you. In a Random Map or Multiplayer game, however, you choose which | — chris “swinger” 
Major God to worship. The selection will frame your strategy, and your Ì Rupp 


Minor God selections, from beginning to end. 


‘This section covers the Norse Major Gods. We describe their culture 
benefits and suggest ways to best exploit their characteristics. The following chart reveals the 
Minor Gods from which you must choose, according to your Major God, at each Age- 


advance. 

MAJOR GOD CLASSICAL AGE HEROIC AGE 
Odin Freyja, Heimdall Njord, Skadi 
Thor Forseti, Freyja Bragi, Skadi 
Loki Forseti, Heimdall Bragi, Njord 


MYTHIC AGE 
Baldr, Tyr 
Baldr, Tyr 
Hel, Tyr 


Major Gods XX U 


The following chart offers strategic suggestions on particular god paths, depending on 
which element of Age of Mythology you plan to emphasize. 


FOCUS ARCHAIC AGE CLASSICAL AGE HEROIC AGE MYTHIC AGE 
Economy Thor Forseti, Freyja Skadi Tyr 

Ulfsarks Thor Forsetí Bragi Tyr 
Throwing Axemen Thor Forseti, Freyja Skadi Baldr, Tyr 
Cavalry Odin Freyja Njord Baldr 
Hersir Loki Forsetí Bragi Hel 
Mythological Units Loki Forseti Bragi Hel 

Naval Units Odin Heimdall Njord Baldr, Tyr 
Defense Odin Heimdall Njord, Skadi Baldr, Tyr 


Odin 
Odin, Thor's father, is the God of War and of Poetry, Wisdom, and 


Death. Odin grants his followers bonuses to human units, scouting, 
hunting and the Hill Fort. Odin's unique civilization benefits include: 


<> Human regeneration. Odin's most important benefit is that human 
units can recover their health. Stationary units regenerate faster than 
moving units. Since all idle units will regenerate over time, Thor's gift 
is better than the ministrations of Egyptian Priests or Norse Valkyrie, 
who can heal only one or at best a few units at once. 


‘> Respawning Raven scouts. After reaching the Classical Age, you can use Odin's two 
free Ravens to scout. Seek out huntable and herdable animals (you must use land units 
to retrieve them). Search for gold mines, settlements, key defenstve positions, and the 
enemy's location. Use the Ravens to gain line of sight on an area to invoke a god power. 
If either Raven dies, it is respawned at Odin's Temple after a short time. 


<p Greater hit points for Hill Fort units. Followers of Odin are granted a 20 percent 
increase to the hit points of any unit produced at the Hill Fort, which include Jarl and 
Huskarls. Combine this with God improvements that improve Jarl, such as those of 
Freyja and Njord. 


$P Faster hunting, more favor. Hunting is important to the Norse—gatherers gain small 
amounts of favor by hunting and killing animals for food. Because Odin grants you the 
ability to hunt 10 percent faster, choose hunting as your primary food source. Use Odin's 
Ravens to find more wild animals to hunt. 


Great Lunt God Power 


Odin is a master of the hunt, and his god power reflects this. The Great Hunt 
god power can be invoked to increase the size of a herd of animals in the area. 
Great Hunt is best used on the greatest number of animals possible. For 
instance, move your herdable animals next to a group of huntable animals before 
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invoking Great Hunt. This god power increases both food income and 
favor income, since the Norse gain favor from hunting. An Odin player 
teamed with Poseidon can combine Great Hunt with Lure, but multiple 
Odin players will not be able to exponentially increase the amount of 
animals with multiple casts of Great Hunt. 


Lone CCanderer Emprouvement | in Muitiplayer team 


Odin imbues Ulfsarks with the spirit of the Lone Wanderer, _ W ar EE En De 
which increases their speed. Ulfsarks are best used against Kee onibeh EDEN 
cavalry units, and Lone Wanderer can help them intercept MI ally. For example, an 
Pee enemy cavalry packs sooner, protecting more vulnerable fl} Odin player could 
Norse units such as Throwing Axemen and Portable Rams. Lone OE 


4 his Set ally to increase 
hís army of converted 


Wanderer is also great for early scouting! With increased speed, the 


Ulfsark can reveal more unexplored territory in less time. Et imen 


B with your friends to 


Eh Û { and many other useful 


d god power combos. 
Thor, God of Thunder and son of Odin, provides his | — kevin “The Sheriff” 
worshippers with a special Armory, and with cheaper Eäle 
Dwarves who gather food and wood faster than other | 
Dwarves. Thor's special Dwarven Armory grants 
followers an additional weapon and armor improve- 
ment. Thor also grants his followers a shortcut to wealth— 
his Dwarven Mine god power creates a gold mine anywhere on the map. 


Thor's unique civilization benefits include: 


<# Thor's Armory available in all Ages; improvements are cheaper. You can construct 
Thor's Dwarven Armory as early as the Archaic Age, giving you a military head start in 
the Archaic and Classical Ages. You can research weapon and armor improvements 
sooner than your enemies (unless they're worshipping Thor, too), providing an edge in 
early attacks. And even better, the Armory improvements are cheaper! Additionally, the 
Thor Armory is cheaper to build than a normal Armory. 


<7 Starts with Dwarves, who gather food and wood faster. Since Thor's Dwarves gather 
food and wood faster than Dwarves serving other Gods, you can save the food you would 
otherwise need to train gatherers, and use the resource on military units, mythologsical 
units, or other improvements. 


<> Dwarves are cheaper. As well as gathering food and wood faster, Thor's Dwarves are also 
10 percent cheaper than those of other Norse civilizations. Focusing on gold gathering, 
and sticking with Dwarves as your gathering unit in the mid and late game, 1s a sound 


‘Thor strategy. 


Major Gods Dr 10 


' 


Dwarven Gold Mine God Power 


Thor's Dwarven Gold Mine god power can create a special gold mine on any 
terrain that can accommodate structures. (For example, you can't place the 
Dwarven Gold Mine in the middle of the sea, on 1mpassable terrain, or on a 
building.) This mine actually holds different amounts of gold depending on the 
Age in which you invoke the power: The Dwarven Gold Mine 1s worth 250 in the Archaic 
Age, 1,000 in the Classical Age, 3,000 in the Heroic Age, and 6,000 in the Mythic Age. 
Withholding the power until the map has been exhausted of other gold mines is a sound 
strategy, should the game last that long. But sometimes it's wise to use the mine early. When 
you don't want to shift gatherers, Dwarves, and an Ox Cart to a new site after they ve cleared 
a mine, for instance, you might drop the Dwarven Gold Mine and continue mining. 


Pig Sticker Emprovement 
VN ‘Thor offers his gatherers and Dwarves the Pig Sticker improvement. Research 
4 Pig Sticker to increase attack damage for gatherers and Dwarves, and to increase 
the rate of gathering when hunting animals— which also increases the rate of 
favor gain. 


Loki 


Loki, blood brother to Odin, offers his followers benefits to mythologi- 
cal units and to Ox Carts. Heroes loyal to Loki can summon mytholog- 
ical units while in combat. Mythological units cost less favor, and Ox 
Carts cost less and move faster (but are weaker) under Loki. 

Lok1's unique cvilization benefits include: 


<> Hersir move faster and summon mythology units during combat. 
In combat, Lokt's Hersir suddenly will be aided by mythological units 
that appear alongside them. These Hersir generate favor in combat 
faster than other units—favor that can be used to create more 
mythological units, which are cheaper under Loka. Explort Lokr's benefits by using a combo 
strategy involving a Hersir and a mythological unit. (An example of such a strategy is 
explained in Chapter 14.) Worship Forseti in the Classical Age and research Hall of T'hanes 


to further increase Hersir speed and hit points. 


<2 Mythology units require less favor. Loki’s mythological units require 10 percent less 
favor than those of other Norse civilizations. This certainly encourages a heavy mytholog- 
ical unit strategy (see Chapter 14 for an example). Follow a god path through Bragi, for 
the T'hurisaz Rune improvement (which increases the speed of mythological units), and 
Hel, for Rampage (allowing mythological units to train almost instantly). 


<> Longhouse units train faster. Under Loki, Longhouse units train 10% faster so 
mounting a Classical Age attack could prove successful. Build multiple Longhouse 
structures to take advantage of this benefit. 
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Spu God Power 


<> Ox Carts are cheaper and faster, 
but weaker. Ox Carts are inexpen- 
sive, which is good because you ll 
likely need more than one to gather 
resources efficiently. And, being 
faster, Loki's Ox Carts can be used 
to scout or to reach resource more 
quickly. Protect them well, 
however: Loki's carts are much 
weaker than those of other Norse 
ctvilizations! 


Lokt's intriguing Spy 
god power permits you 

Ps, to permanently tap into 
ELSE the line of sight of one 
enemy unit— to see what that unit 
sees. T'he enemy has no way to know that the unit is being used as a spy. 
Should the enemy unit perish, the god power 1s exhausted. Your allies 
also can share the enemy's line of sight. A Laguz rune, the symbol for 
Loki, marks the affected enemy unit (see Figure 5.2). You must have line 
of sight on the enemy unit to invoke the Spy god power. 

Since you must scout the enemy, don't make it obvious that you are 
scouting just to invoke Spy. The enemy may deduce which unit is being 
used, and stuff him in a corner—or send him into your town to his death. 
Some good uses of Spy include invoking the power on a villager to 
monitor resource gathering and expansion; using 1t on a military unit to 
gauge military maneuvers and if (and where) the enemy is mounting for 
an attack—just don't kill that unit!; and invoking Spy on an Egyptian 
Pharaoh, to see which of his structures is currently empowered. 


Eyes in the Forest Emprouement 


Research Loki's Eyes in the Forest Improvement to increase 
the line of sight of all current and future Infantry units. 
Increasing line of sight can help your military units spot the 
enemy sooner, allowing you to adjust your attack depending 
on the enemy’s unit mix. It also aïds in scouting both for enemy expan- 
sions and for your own expansion or resource options. 


Figure 5.2 Invoke Loki’s Spy to share an enemy unit’s line of 
sight. Excellent for covert scouting! 


Try casting Lokí's Spy 
god power on an enemy 
Ox Cart, then send 
forces in to destroy the 
surrounding gatherers 
(but leave the cart 
alone). Your enemy will 
eventually send new 
villagers to work at that 
Ox Cart, and as long as 
you leave the Ox Cart 
alone, you will know 
exactly when and 
where to attack. The 
best part is, your 
opponent will never 
know how you keep 
getting so “lucky”! 


— Matt “Maimin_matty" 
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Minor Gods 


Each time you advance in Age, you must choose between two Minor Gods, whose identities 
depend on which Major God you chose to worship at the beginning of the game. Once you 
bypass a Minor God, you wont have the opportunity to select that God again for the dura- 
tion of the game. 

‘This section covers the Norse Minor Gods—their god powers, mythological units, and 
unique improvements—and offers suggestions on strategic exploitation of their characteristics. 
The following chart shows the Minor Gods, their Ages, and their Major God affiliations. 


MINOR GOD AGE MAJOR GOD 

Forseti Classical Age Thor, Loki 

Freyja Classical Age Odin, Thor 

Heimdall Classical Age Odin, Loki 

Bragi Heroic Age Thor, Loki 

Njord Heroic Age Odin, Loki 

Skadi Heroic Age Odin, Thor 

Baldr Mythic Age Odin, Thor | 
Hel Mythic Age Loki | 
Tyr Mythic Age Odin, Thor, Loki 


Faorscti — Classical “gt 


Forseti is the God of Justice. His improvements benefit Ulfsarks and 
Hersir. 


Kad Invoke Forseti's Healing Spring god power to create a pool of 
healing water on any place that can accommodate a building 
(for example, not on water, impassable terrain, or on an 
existing building). The Healing Spring 1s fairly large, so you will need 

ESS nnple space to place the new structure. Maneuver any of your units or 
allied units near the Healing Spring to mend wounds. Idle units heal much faster than units 
that are moving or in battle. Although the Healing Spring can't be destroyed, it can be 
captured. If the enemy has more units around the Healing Spring than you do, the enemy 
captures the structure, and recerves healing from the spring. The Healing Spring can be 
recaptured. 

Placement of the Healing Spring can be a double-edged sword: Putting it safely in your 
defended base could keep 1t from the enemy but requires a long trek back from the front lines 
for your wounded forces. Putting it closer to enemy territory might make it vulnerable to 
capture. Wherever you place the Healing Spring, protect the structure with Towers and walls. 


P Dealing Spring God Power 
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TFrolt Muthotogical Cnit 
ER Trolls, allies of the Giants, were dim-witted, man-eating 
3 MW creatures that lived in caverns beneath hills and caves. 
BN ] _Forseti's mythological unit is a slow but capable ranged unit 
EM that's most effective against human soldiers. Because of its 
sluggishness, be careful around enemy Heroes, which dominate the slow 
‘Troll at close range. Upgrade Forseti’s [roll with the Hamarrtroll 
improvement. 
Famarrtroll Emprovement 
Research Forseti’s Hamarrtroll improvement to upgrade 
Trolls to Hamarrtrolls, with increased hit points, range, and 
attack damage. And it even gives Trolls two heads—though 
this doesnt do anything special. 
hall of Thanes Emproucment 
a Hall of Thanes improves the Norse Hersir's speed and hit 
points. The Norse Hero unit, while powerful against enemy 
mythological units, is quite slow. Research this improve- 
ment and Forseti’s Hersir can intercept powerful 


Em mn, 


Using Trolls can be an 
effective early strategy 
as they are one of the 
few Norse units to do 
| pierce damage. Players 
Mi playing against Norse 
Mi rarely invest in shield 

| 8 upgrades, so they 
might be caught with 
poor armor against 

\ Trolls. 


en — 


Ì 

Î 

| 

Î — Greg “Deathshrimp” 
| Street 


mythological units faster than standard Hersir, with more hit points for increased durability. 


Miüthril Breastplate Improvement 


-s 


Sch 
WI, 


Forseti's Mithril Breastplate improvement makes Ulfsarks more resistant to hack 
attacks, such as those employed by other infantry units. While Ulfsarks offer 
bonus damage against cavalry, the Norse warrior is vulnerable to infantry and 
archers. Research this improvement to upgrade the Ulfsarks’ defense against 


counter-infantry units—though it's stll wiser to employ the Ulfsarks primarily against cavalry. 


Erewja — Classical Age 


Freyja is the Goddess of Beauty. Her improvements benefit your cavalry. 


Invoke Frevias] Forest Fire god power to burn a group of trees 
into ashes, completely destroying a chosen forest. You can 
use this god power to deny an enemy access to wood, or to 
remove a forest that provides a natural barrier to an enemy 
town or expansion. Any unit or structure adjacent to the burning forest 


also sustains damage. You must have line of sight on at least part of the forest to invoke the 
power. Against a Norse player, Forest Fire won't prevent the enemy from simply seeking a 
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Ì PForest Fire and 
8 Walking Woods are 
both great god powers 


_fordisrupting an 
| enemy’s economy, but 
| they also can be used 


new source easily with a movable Ox Cart, but it will slow down income for a 
short period of time. A Greek player will be forced to move and expend wood 
on another storehouse. An Egyptian player will lose gathering time, but can 
place another lumber camp for free. For added effect, attack while burning 
down a forest that's being harvested by villagers. Your enemy will need to 
deeide quickly to mieromanage the battle or save the villagers from a fiery 
death. ‘This small distraction could provide an edge in the battle. 


Valkurie Mauthological Cnit 


In Norse mythology, the Valkyries were blond, blue-eyed warrior 
maidens who assisted Odin by selecting which recently slain 


B as aguick way to 


warriors would enter Valhalla. The Valkyries often rode through 
the air and served as messengers tor Odin. [t's been said that the 
Valkyries’ glistening armor creates the atmospherice phenomenon known as 
the “Northern Lights.” In combat, Valkyries are best used against human 
soldiers and can be countered by Hero units. Their most important character- 
istie 1s that they automatically generate a healing aura that mends the wounds 
ot your nearby warriors, including those of your allies. Support military efforts 
with Valkyries. If your enemy has no way to heal units, he must use resources to replace slain 
troops, while you can save resources by healing injured units. 


t4urora Borealis Lmprovcment 


Research Freyja's Aurora Borealis improvement to increase Valkyrie hit points 
and healing rate. [his is certainly a valuable improvement if you plan on 
supporting your military with Valkyrie mythological units. It's a sound alterna- 
tive to Forseti’s Healing Spring, particularly with increased healing rate. 


Mooves Emprovement 


Freyjas Thundering Hooves improvement increases the speed and hit points 

of Raiding Cavalry and Jarl. Both of these cavalry units are effective against 
archers, but Jarl also feature bonus damage against mythological units. With this 
improvement, your cavalry can reach enemy ranged and (in the case of Jarl, 
mythological units) quicker. The increased hit points allow the cavalry units to survive longer 
in battle. Combine with Njord's Ring-Giver improvement, which further increases Jarl hit 
points. Fhundering Hooves also benefits Valkyries, increasing the speed and hit points of 
Freyja's mythological unit. 


| bypass enemy walls 
that end in a forest. 


— Kevin “The Sheriff ” 
Holme 
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Ieimdall — Classical Age EI 


Heimdall is the God of Vigtlance. His improvements 
benefit your buildings. 


Undermine will always 
8 kill walls ín the area of 
effect. Towers and 


Cndermine God Power 


Heimdall’s god power, Undermine, can | 

reduce enemy walls and Towers to ENE zor Ii 
rubble. The god power inflicts some Ì_ Town Centers) willtake 
damage on other defensive buildings | some damage, but may 
Î 
t 
| 


(such as Town Centers, Hill Forts, Fortresses, and Migdol Strongholds), } not beleveled. The 
‘but absolutely destroys multiple walls and Towers within its area of 


effect. Only fully improved walls and Towers will remain standing after 


| 
| 
Î 
| 
L | 
Undermine always | 
moves forward toward j 
the closest target, so be | , 

4 

' 

| 


you invoke Undermine, but they'll be significantly weakened. Follow up Verano 

use of this god power with a Portable Ram attack to finish them off. _itat wall corners or 
Defend against this god power by spreading out your Towers and walls. | between wall layers. | 
Clumping defenses together will only lead to clumped rubble (see Ml — creg “Deathstrimp” Ik 
Figure 5.3). Scout an enemy 's base to discover the best area to invoke fl Street | 
the god power. Follow up Undermine with an attack, or the enemy me 
will simply replace the destroyed walls and Towers as resources become | Eg 

available. 


Einherjar Muthotogical Cnit 
The Einherjar were the 

1 dead warriors, gathered by 
er Valkyries, who were taken 
EN to Asgard to live with 
Odin. In Asgard, the Einherjar battled 
all day and feasted all night. Wounds 
were magically healed so the Einherjar 
could repeat the routine day and night rs 
until Odin called them to fight with the nn HEEL 

Gods at Ragnarok. Einherjar are slow- Eed | EK 
moving mythological units, strong EET nn pk 
against buildings and human soldiers, eens 
with bonus damage against other 
mythological units. The Einherjar can 
boost the effectiveness of nearby allied 


Figure 5.3 lfyourenemy worships Heimdall, don’t clump 


8 Towers and walls together, or they'll crumble when he 
units with their special horn-blast oen, Ce) EEN 


attack, which improves morale. 
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Elhrimntir Kettle Emprovement 

| Heimdall feeds the Einherjar from the Elhrimnir Kettle to increase the 
Einherjar's attack damage and hit points. Research this improvement to upgrade 
your Einherjar, making them stronger in battle. Added hit points mean the 
Einherjar can last longer, with more time to utilize their special horn blast ability. 


Safeguard Lmprovement 


Research Heimdall’s improvement, Safeguard, to make walls and Towers 

stronger, and Towers cheaper. Defensive-minded players should certainly 

consider Safeguard. The cheaper Towers save wood and gold that can be used for 

military units or additronal Towers. Exploit all benefits of this improvement by 

adding walls, as well as Towers, to your defense. Norse walls and Towers are generally inferior | 
to Greek and Egyptian defenses, but researching Safeguard can even the odds. 


Erctic CGind Emprovement 
[ ‚L, ) Heimdall's Arctic Wind improvement increases the swiftness and hit points 


of his Norse Longboats. Naval strategists should follow a god path through 
Heimdall for the Arctic Wind improvement. Longboats generate added favor in 
combat and are best used against enemy hammer ships and buildings. Improve 
the Longboat further at your Dock, which increases range, attack damage, and hit points. 


Bragt — Meroit Age 


Bragi is the God of Poetry and of Skalds. His improvements help 
your Ulfsarks. 


ef 


Flaming CCcapons God Power 

& When you invoke Bragi's Flaming Weapons god power, | 
4 your human soldiers’ weapons burst into flame. That's a 
good thing: It adds extra damage to their attacks. Flaming 
Weapons also affects allied units in its area of effect. 
Flaming Weapons also affects projectiles, including siege weapon and ship shots. This god 
power affects all of your units on the map, but no allies. You must target it on a valid target. 
This prevents you from wasting the god power in the mistaken belief that it might help 
allies. Invoke Flaming Weapons in offensive or defensive situations (including key naval 
battles). Invoke it during the early moments of an engagement so the enemy can't run and 
avoid all of your attacks. 
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Battle Boar Muthological Cnit 
Pe Two boars, Gullinbursti and Slidrugtanni, pulled the chariot of Freyr (Freyja's 
vl brother). The boars weren't living animals, but were manufactured by the Dwarf 
nd Heroes Brokk and Eitri. Bragr's Battle Boar mythological unit is a speedy melee 
unit that periodically goes berserk and bucks at any nearby enemy units (the 
effect recharges after each use). Use the Battle Boar against human soldiers, but avoid enemy 
Hero units. 


Call of Valhalla Emprovement 

Bragt's Call of Valhalla improvernent increases Ulfsark hit points. Combine the 
MB improvement with Bragi's Swine Array (which increases bonus damage against 
Kef cavalry) and Forseti’s Mithril Breastplate (which increases hack armor) to 
further increase the strength of your Ulfsark units. 


Swine Arran Emprovement 


W/B Research the Swine Array improvement to increase Ulfsark bonus damage 
against cavalry. Ulfsarks are already the Norse counter-cavalry unit. This 
improvement increases their abilities and should be combined with other 
Ulfsark benefits, including Forseti’s Mithril Breastplate improvement. Swine 
Array cannot be combined with Odin's Lone Wanderer improvement, which increases 


Ulfsark speed. 
ndi Rune Emprovement 


Bragi's T'hurisaz Rune improvement brands mythological units with the 
Thurisaz Rune, which increases their speed. Combine this improvement with 
Loki's cheaper mythological units and Hel's Rampage improvement, which 
causes mythological units to be trained almost instantly. 


Djord — Heroic Age 


Njord is the God of the Sea and of Storms. His improvements benefit 
ships and hill forts. 


en (Coods God Power 


Invoke Njord’s Walking Woods god power to animate a 
group of trees, which will attack nearby enemy units and 
buildings (the trees are stronger against buildings than 
units). It's best to target Walking Woods on a group of trees; 
if you target a tree that's not closely surrounded by others, the god power will animate only 
that single tree (see Figure 5.4). The fighting trees can't be controlled, but will persist in 
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Figure 5.4 Invoke the Walking Woods god power on forests 
adjacent to enemy buildings. 


Deathshrimp S top 


Kraken tentacles. 
is secret gift: the Mountain 


Giant has a little-known i Mountain Giant Muthalogical Cmt 


Ei special attack against 
Ml Dwarves. Try it. 


— Greg “Deathshrimp” 


attacking the enemy until they re killed. 
They wont leave the general area in which 
they were summoned, so scout the enemy 
carefully to find the most suitable spot for 
the power (a forest near groups of buildings, 
particularly Houses or military structures, Is 
rdeal). You must have line of sight on at least 
one tree to invoke the power. 


Kraken Muthologicat Cnit 
In Norse mythology, the 


immense Kraken sea serpent 
was often mistaken for a chain 
of islands. Norse warriors 
would camp unknowingly on a Kraken only 
to drown when the beast submerged. [he 
Kraken features large tentacles covered with 
suckers, with which it se1zes large ships and 


drags them under, destroying them nearly instantly. [his ability recharges, 
and while waiting to use it again, the Kraken thrashes at enemy ships with its 
tentacles. When assaulting a naval group using Krakens, target separate ships 
with each beast to utilize its abilities faster. The Kraken is effective against all 
ships, but can be countered by ramming ships. The Kraken's special ability 
can also be used to throw— and kill—shore units that get too close to the 


_s 


Mountain Giants, also known as Jotun, were known for their 
great strength and stupidity. The Jotun were antagonistic and 
destructive. Njord’s Mountain Giant is most effective against 
humans and buildings but also features bonus damage against 


mythological units. It also has a stronger bash attack, which recharges over 
tme. The bash attack only works against buildings. The Mountain Giant is terribly slow, 
however, and should be supported by human units when facing Heroes. 


CCrath of the Deep Emprovement 


88 X Chapter 5: Norse Culture 


Research Njord’'s Wrath of the Deep improvement to upgrade Krakens to 
French Krakens, which increases hit points. In a naval war, any edge could mean 
the difference. If you plan on adding Krakens to support your Norse vessels, 
research this improvement as soon as possible. 


Long Serpent Improvement 


Njord's Long Serpent improvement upgrades both the offensive and defensive 
capabilities of the Norse Longboat. Long Serpent improves attack damage and 
see makes the Longboats more resistant to their counter-units, siege ships. 
En Combine this improvement with Heimdall's Arctic Wind, which increases 
Longboat speed and hit points. The improvements complement each other well, and create a 
well-rounded attack vessel. Improve Longboats further at the Dock and Armory. 


Ring Giutr Emprovement 
Research Njord's Ring-Giver 1 improvement to grant Jarl the Lore of the Rings, 


which increases the cavalry unit's hit points. Jarl are most effective against enemy 
mythological units. Ring-Giver essentially helps them last longer in tough 
fights. Combine this improvement with Freyja's T hundering Hooves, which 
increases Jarl speed as well as hit points. 


Skadi — Meroic Age 


Skadi is Goddess of Winter, and of Hunting. Her improvements aid your 
Throwing Axemen. 


Frost God Power 


Skadi's Frost god power can freeze an enemy army for a short 
time. The units are frozen within solid ice and can't move, 
attack, or be significantly damaged (it is possible to damage 
units in ice but it's extremely difficult). You won't be able to 
eliminate an enemy army using Frost, but the god power can buy you time to add reinforce- 
ments, erect more defenses, retreat, or reorganize your units to battle more effectively. 


Frost Giant Muthotogical Cnit 

| According to Norse mythology, Frost Giants, also called T'hurses or Rime 
Giants, were among the first of the giants created when the world began. Skadi's 
Frost Giant, most effective against human soldiers, features a (recharging) 1cy- 
breath attack that can freeze an enemy unit for a short period. As with the Frost 
god power, the unit frozen by the Frost Grant can't move, attack, or be damaged. In an equal 
battle, however, 1f you can freeze a unit out of a fight, it could provide the edge you need. Send 
the Frost Giant against the largest perceived enemy threat. 


Aime Improvement 


Rime improves Frost Giants by increasing their hit points and attack damage. 
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re ihk Emprovement 


Skad: offers an improvement for your economy: Winter Harvest. Research 
Winter Harvest to increase the speed of Norse farmers. Save the improvement 
until you have a network of farms built and being farmed. Save the resources 
required for the improvement if youre still hunting animals or obtaining food by 


other means. 


Kuntress s Axe Lmprouvement 


Research Skadi’'s Huntress’s Axe improvement to increase the attack damage of 
Throwing Axemen. Combine this improvement with infantry improvements at 
the Longhouse and Hill Fort to further increase the Throwing Axemen's attack 
and hit points. 


Baldr — Muthic Age 


Baldr is the God of Beauty. His improvements benefit siege weapons 
and cavalry. 


Ragnarok God Power 

Tg Baldr can begin “the end of the world” by invoking the 

en Ragnarok god pover. Cast Ragnarok anywhere on the map 
4 to turn all of your Norse gatherers and Dwarves into “Heroes 
EN of Ragnarok.” This readies your entire empire for a final 
assault on the enemy. Your gatherers and Dwarves can't revert to their-previous form, so your 
economy will suffer greatly after you invoke Ragnarok. Prepare ahead by researching any last 
improvements you wish to add to your units. 


ESTIP__ Fire Giant Muthological Cnit 
kak ; The Fire Giants, or Muspilli, are eager participants at 
Ragnarok; they believe in the fiery destruction of the cosmos. 
at, The most famous Fire Giant was Surtr, a Jarl with burning hair, 
skin of boiling lava, and a flaming sword. Baldr's Fire Giants are 


Bedid, 
extremely powerful beasts that hurl fireballs—best used against buildings and 
human units. Fire Giants have additional bonus damage against mytholog- 
ical units. They also possess a recharging attack that hurls multiple fireballs at 
the target. Support the ranged Fire Giant with melee units to protect the 
beast from close-range attack, particularly by Heroes. 


ed 
geven tld 


ai nme 


8 Before casting Ragnarok, 

H be sure you have the 

f food available to quickly 
replace your gatherers 

gd and resume the opera- 

| tíon of your economy, 

just in case. 


Jen, ie 


Í 


hehe. na ens jn 


nein. Kite 


IE — Chris “Swinger” Rupp 
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eLrCtC nf Emprovement 
Baldr’s Arctic Gate improvement increases the speed of Norse Dragon Boat 
siege ships and makes the vessels more resistant to their counter-vessels, hammer 


ships. Follow the god path through Heimdall and Njord for additional naval 


improvements. 


Sons u4 LASteipnit Emprovement 


B, Research the Sons of Sleipnir 1 improvement to increase the Raiding Cavalry’ 


Shek are the Norse’s counter for ranged units. len units are strong but 
slow. Raiding Cavalry are weaker, but fast. 


Dwarven Huger Emprovement 


\ 


Baldr enhances the Norse Portable Ram with Dwarven Auger, which increases 
the training speed of the siege weapon, as well as its swiftness and attack 
damage. Research other improvements at the Norse Hill Fort to further improve 
the Portable Ram's speed and attack damage. Combining 1mprovemnents will 
create siege weapons capable of leveling Towers, walls, and buildings in short order. 


Met — Muthic Age 


Hel is Goddess of the Underworld. Her improvements benefit 
mythological units. 


Didhogg God Power 


Invoke Hel’s Nidhogg god power to summon the mighty 
Norse dragon, Nidhogg, from his delve beneath the Earth. 
‘The Nidhogg uses its fiery breath to attack units from the air. 

| Most effective against groups of human units, the Nidhogg 
can be countered only with ranged units, so steer clear of them. Support the Nidhogg with 
counter-archer units, such as Raiding Cavalry or Huskarls. The Nidhogg has a lot of hit 
points, but when they re gone, they re gone: It cannot be healed by any method. 


Fire Glant Muthological Cnit 


Hel can produce Baldr’s mythological unit, the Fire Giant. Fire Giants are 
extremely powerful beasts that hurl fireballs, best used against buildings and 
human units, with additional bonus damage against mythological units. The 
Fire Giants also possess a recharging attack that hurls multiple fireballs at the 


mT 
at 
eed, 
target. Support the ranged Fire Giant with melee units to protect the beast from close-range 
attack, particularly by Heroes. 
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Frost Giant Muthological Cnit 

Hel also can produce Skadt's mythological Frost Giant— most effective against 
human soldiers—featuring a recharging frozen-breath attack that can freeze an 
enemy unit for a short period. A unit frozen by the Frost Giant can't move or 
attack. Frozen units also can't be damaged, but in an equal battle, temporarily 
removing an enemy from the fight could give you the edge. Send the Frost Giant against the 


largest perceived enemy threat. 


Mountain Giant Mutheological Cit 


Hel can produce Njord's mythological unit, the Mountain Giant. Most eftec- 
tive against humans and buildings, the Mountain Giant also features bonus 
damage against mythological units. Like those produced by Njord, this Giant 
has a stronger bash attack, which recharges over tme. The Mountain Giant is 
terribly slow, and should be supported by human units against faster Heroes. 


Rampage Emprovement 
dà Research Hel's Rampage improvement, which allows you to train mythological 
EH _units almost instantly. Build multiple Norse Temples to enhance this valuable 
| ® improvement. Rampage can aid in reinforcing an offense quickly or in defending 
Er a town or expansion. To worship Hel, you must have selected Loki as your Major 
God, and Loki reduces the favor cost of mythological units. Fhese combined benefits are 
extremely valuable in late-game situations. 


Granite age Emprovcment 


Hel's Granite Blood improvement increases the hit points of Frost, Fire, and 
Mountain Giants. Combine with her Rampage improvement to create tougher 
giants almost instantly. 


_ Tur — Muthic Age 


Tyr is God of Warfare. His improvements benefit your infantry. 


Tyr can invoke Ee which darkens the sky, 
summons a blizzard, and creates wolves near enemy 

Town Centers and settlements (the wolves appear at 

four Town Centers regardless of the number of opponents 
in the game). You can target Fimbulwinter anywhere on the map; the 
wolves will attack the enemy Town Centers and any surrounding units. The wolves cant be 
controlled and will disappear once the god power ends (see Figure 5.5). You will also receive 
line of sight on the enemy town for the duration of the god power and should follow up 
Fimbulwinter with a military assault on enemy Town Centers or resource positions 
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Fenris CColf Brood 


pe ig Cnit 


The original Fenrir 
(this brood 1s just the 
offspring) was the 
product of Loki and 
Je giant Angrboda. The Gods 
raised Fenrir in Asgard but only 
ES CRE ti GA Be ste MS ee Lyrhadthe courage to feed the 
4) RS 8 ES 5 8 beast. Tyrs Fenris Wolf Brood 
An ke GE Ze = Ee ERN ME <a © _mythological unit becomes even 
genen, ge aan stronger in packs—the more 
Fenris Wolves in the pack, the 
more damage each can inflict. 
Figure 5.5 Invoke Tyr's Fimbulwinter to summon packs of Instead of expending resources on 
wolves to assault enemy towns. other mythological units, consider 
creating a pack of Fenris Wolves 
to exploit this damage bonus. Use the Fenris Brood against human units and other mytholog- 
ical units. 


“(ormund Brood Muthological Cnit 


The original Jormungard (the Jormund Brood are akin to the Jormungard's 
babies) was a monstrous sea serpent, offspring of Loki and the giant Angrboda. 
Odin tossed Jormungard into the seas of Midgard. The Jormund Brood is a 

| slithering naval unit that breathes steam as a ranged attack. Use the Jormund 
Brood against archer- and siege ships. Beware of ramming ships, however, which can damage 
the Jormund Brood just as a melee unit or cavalry unit would damage an archer at close range. 
Follow a god path through Heimdall and Njord for other naval improvements, which should 
be used to support the Jormund Brood. 


Berserkergang Improvement 


Tyr's Berserkergang improvement upgrades your Ulfsarks’ attack damage and hit 
points. You should combine this improvement with the many Ulfsark improve- 
ments available (don't neglect the infantry improvements at the Longhouse and 
Armory). Follow a god path through Forseti and Bragi to research Mithril 
Breastplate and Swine Array. 


Bravern Emprovement 
r__Ä Research Tyr's Bravery to improve your Huskarls’ damage vs. buildings. 


Minor Gods KK Q5 
D, 


Militaro Cmts 


This section describes the Norse military units, including siege and naval units. A chart 
included with each unit describes the possible improvements for each unit type. Note that all 
military units can be improved at the facility where they were produced (shown in the accom- 
panying chart). Units are first improved to Medium, then to Heavy, then to Champion. 


Ravens 

Odin, the chief God of Asgard, 1s blind in one eye. To compensate and stay 
aware of all that's happening in the nine worlds, Odin sends out his two 
;__Ravens—Huginn (“thought”) and Munnin (‘memory”)—each morning. 

You must follow Odin to receive the two Ravens, which will grace your village 
starting in the Classical Age. Use Odin's Ravens to quickly scout unexplored areas for animals 
(huntables and herdables), gold mines, settlements, enemy locations, and choke points where 
you can position your defenses. Ravens also can be used to 
gain line of sight on a position so you can invoke a god 
power. Although they can be harmed only by ranged units 


See the Appendix in this 
strategy guide for Norse unit, 


building, and improvement and structures, Ravens have no attack and are very weak. 
Should a Raven be killed, however, it is respawned at Odin's 
ee Temple after several minutes of game time. 


Vikings who wore wolfskins into battle were known as Ulfsarks. These Norse 
warriors were lightly armored and wielded mainly axes and swords. The 
Ulfsarks’ varied improvement potential makes them a wise choice for the back- 
bone of your Norse army. Ulfsarks are best used against enemy cavalry units; they 
should avoid archers and counter-infantry units. Keep in mind that you can train an Ulfsark 
immediately from a gatherer. This method requires the cost of a gatherer and an Ulfsark, so 
it's not resource-friendly, but the Ulfsark instantly appears in a pinch (like when a group of 
defenseless gatherers is being attacked). 


UPGRADE IMPROVES 

Longhouse Attack, Hit Points, Training Rate, Line of Sight 
Armory Attack, Armor 

Odin’s Lone Wanderer Speed 

Loki's Eyes in the Forest Line of Sight 

Forseti's Mithríl Breastplate Hack Armor 

Bragi's Swine Array Bonus Damage vs. Cavalry 

Tyr's Berserkergang Attack, Hit Points 
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Throwing Axcman 


The strong weapon of the Norse Throwing Axeman makes the unit one of the 
best counter-infantry units in the game. Despite using a ranged weapon, the 
Throwing Axeman is considered an infantry unit, and receives benefits from 

ZM che infantry improvements at the Longhouse and Armory (as well as Loki's Eyes 
in the Forest). Throwing Axemen have bonus damage against Infantry, but should avoid 
archers and cavalry. For example, support Throwing Axemen with Raiding Cavalry and 
Ulfsarks. If you plan on using groups of Throwing Axemen, follow a god path through Skadi 


to research Huntresss Axe. 


UPGRADE IMPROVES 

Longhouse Attack, Hit Points, Training Rate, Line of Sight 
Armory Attack, Armor 

Loki’s Eyes in the Forest Line of Sight 

Skadi’s Huntress’s Axe Attack 


owe Cauvalru 


Norse Raiding Cavalry units are fast, but lack the strength of more expensive 
cavalry units such as Greek Hippikon or Egyptian Camelry. Use Raiding 
Cavalry against enemy archers, and avoid infantry and counter-cavalry units. 
The Norse offer a second counter-archer unit, the Huskarl, upon reaching the 
Heroic Age Because of their speed advantage over Huskarl, though, Raiding Cavalry are still 
an effective answer to archers. Worship Baldr in the Mythic Age and research Sons of 
Sleipnir to increase Raiding Cavalry damage against archers and Throwing Axemen. 


UPGRADE IMPROVES 

Longhouse Attack, Hit Points, Training Rate, Line of Sight 

Armory Ättack, Armor 

Freyja's Thundering Hooves Speed, Hit Points 

Baldr’s Sons of Sleipnir Bonus Damage vs. Archers and Throwing Axemen 
Dersír 


The Norse Hero unit is the Hersir. Originally, Hersir—independent landowners 
comparable to medieval knights in rank and influence— were the commanders 
of the Viking raids. The Hersir had better equipment than most of his fellow 
warriors, including possibly heavy chain mail. Unlike the Greeks and Egyptians, 
the Norse can produce as many Hersir as resources and the population cap will allow. Like 
other Heroes, Hersir can grab and carry relics, and are best used in combat against mytholog- 
ical units. Hersir generate favor 1n combat faster than other units. In fact, Hersir generate a 
small amount of favor just from being on the map. Improve Hersir with Forset's Hall of 
Thanes improvement, which increases Hersir speed and hit points. 


UPGRADE IMPROVES 

Armory Attack, Armor 

Loki Summons Myth Units, Speed 
Loki’s Eyes in the Forest Line of Sight 

Forseti’'s Hall of Thanes Speed, Hit Points 
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uskarl 


Huskarls, which were the elite household guards of a Viking Lord, are unique 

infantry units, because they re best used against archers. Typically, archers arc 

counter-infantry units, but Huskarls possess strong pierce armor, making them 

more resistant to archers and even buildings that shoot arrows. In general, 
though, the Huskarl is weaker than other infantry and cavalry units, although 
it requires more resources. Avoid infantry and counter-infantry units. 
Improve the Huskarl with Loki's Eyes in the Forest for line of sight, or 
worship Odin for greater hit points. 


UPGRADE IMPROVES 
> Hill Fort Attack, Hit Points, training Rate, Line of Sight 

IN Norse Heroes are slow Bik Odin Hit Points 
HR and fight hand-to- [j Loki's Eyes in the Forest Line of Sight 
Nl hand. This means | Tyr's Bravery Bonus Damage vs. Buildings 

that they are weaker 
j against ranged myth | 

units and those with 4 d tl 


high Hack armor, 
generally the opposite 


The Norse Jarls were high-ranking Vikings who owned substan- 
tial land. Because of their wealth and status, the Jarl used excel- 
lent equipment. The Jarl cavalry unit is best against mythological 
units, though it's not as strong as the Norse Hersir in this regard. 
Esc venen: | Jarl are slow for cavalry, but it's possible to research Freyjas Thundering 

E od IE __Hooves to umprove speed as well as hit points. Worship Njord and research 

js Ring-Giver to increase hit points even further. Protect the expensive Jarl 
from infantry and counter-cavalry units. 


4 


Ì from the myth units 
|E that trouble the 
Egyptians. 


UPGRADE IMPROVES 

Hill Fort Attack, Hit Points, Training Rate 
Odin Hit Points 

Freyja's Thundering Hooves Speed, Hit Points 

Njord's Ring-Giver Hit Points 


Portable Bam 


‘To take down an enemy town quickly, Vikings often cut down a strong tree, 
trimmed the trunk, attached some handles, and used the new weapon to bash 
ae eed ‚} agate, wall, or structure. The Norse Portable Ram is similar to the Greek 

EN Helepolis and Egyptian Siege Tower in that it must attack from close range, 
putting the unit within range of Towers and defensive buildings. Improve the Portable Ram 


at the Hill Fort, and research Baldr’s Dwarven Auger to improve attack damage, unit speed, 
and training rate. 


UPGRADE IMPROVES 

Hill Fort Attack, Weapon Speed 
Odin Hit Points 

Baldr's Dwarven Auger Attack, Speed, Training Rate 
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The Ballista was a pre-gunpowder artillery weapon, used mainly against men 
in formation. The Ballista was a large crossbow that required the use of aà winch 
and ratchet to draw the bow. A large metal or metal-headed bolt served as the 
missile. The Norse Ballista is strong against units and naval units (the Ballista 
launches from the shoreline). Although a decent weapon against buildings, the Ballista is 
much stronger against tight formations of enemy units. Research improvements at the Hill 
Fort to improve this weapon's attack damage and firing speed. The Ballista is one of the few 
ranged units the Norse have, and the only one (aside from the Troll) to do pierce damage. 


UPGRADE IMPROVES 

Burning Pitch Attack 

Hill Fort Áttack, Weapon Speed 
Odin Hit Points 


Longboat 

IER Vikings had a long history of naval trading, which eventually developed into 
coastal raiding. The Viking Longboat was a fast warship about 80 feet long. Its 
maneuverability, high speed, and shallow draught allowed the ship to penetrate 
rivers and beach on shores. The Longboat, an archer ship, is best used against 
hammer ships, but also features bonus damage against buildings. Plus, the Longboat gener- 
ates bonus favor during combat, definitely encouraging naval aggression on water maps. 
Follow a god path through Heimdall and Njord and research their Longboat improvements 
to upgrade speed, hit points, attack, and resistance to siege ships. 


UPGRADE IMPROVES 

Armory Attack, Armor 

Burning Pitch Attack, Bonus Damage vs. Buildings 
Dock Attack, Hit Points, Range, Training Rate 
Heimdall’s Arctic Wind Speed, Hit Points 

Njord's Long Serpent Attack, Resistance to Siege Ships 


OE 


The Viking Drakkar is a hammer or ramming ship, best used against enemy 
siege ships. Counter the Drakkar with arrow ships such as the Greek Trireme, 
Egyptian Kebenit, or Norse Longboat. Protect your Drakkar by supporting the 
vessel with Norse Dragon Ships or naval mythological units such as the Kraken 
or Jormund Brood. Drakkar are also the Norse response to enemy naval mythological units. 


UPGRADE IMPROVES 
Armory Attack, Armor 
Dock Attack, Hit Points, Training Rate 
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Dragon Ship 


The Norse Dragon Ship is a siege ship that carries a mounted ballista effective 
against arrow ships and buildings. Counter the Dragon Ship with ramming or 
hammer ships. Follow a naval god path to Baldr and research Arctic Gate to 


improve the Dragon Ship's speed and resistance to hammer ships. 


UPGRADE IMPROVES 

Armory Attack, Armor 

Dock Attack, Hit Points, Training Rate 
Baldr's Arctic Gate Speed, Resistance to Hammer Ships 
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Missions 1—8 
CC alkthrough 


ysterious hordes of pírate invaders, along with powerful 


ea creatures called Kraken, have breached the shores of 


Atlantis. The Hero Arkantos must successfully defend his homeland 
from attack. This is just the beginning of a perilous epicjourney for 
Arkantos, who ís faithful to Poseidon, god of the sea, of earthquakes, 
and of horses. Over the course ofthe first eight missions in Age of 
Mythology 's single-player campaign, Arkantos must assist the 
Greeks in their military struggle with Troy, unravel the mystery 
behind the pirate attacks, and eventually discover a passage 

into the dangerous Underworld. 


Following ís the Age of Mythology 
walkthrough for the first eight 


missions of the game. Each | 
walkthroughincludes AT 
the mission’s objectives, N | 
an overview of the map 
(including thelocations F ss 7 
ofimportant “PT 
resources and 
thepositionsof \ # 
enemy units), and 
asuggested battle plan. 


TN 9, 


Br N is =d 


Omens 


Initial Objective 


<> Protect Atlantis by killing the Kraken. 


Map Mighhights 


You begin with your Hero Arkantos in the seaside city of Atlantis. The mainland occupies 
the north and northwestern sections of the map; open sea lies to the south and southeast. 
Atlantis’ resources— farms, gold mines, and forests—can be found on the western side of the 
city. The Military Academy and Archery Range lie along the western and eastern shorelines. 
Incoming pirate ships and Kraken arrive from the southeast—advancing from a small shore 
in the southeast corner of the map. 


Battle Plans 


As the mission begins, a Kraken is attacking your Dock and other units along the shoreline 
of Atlantis. Gather Arkantos and your initial forces—ranged archer units called Toxotes 
and stone-throwing siege weaponry called Petroboli—and target the Kraken as quickly as 
possible. You also possess several Watch Towers to assist in the city 's protection. Defeat the 
Kraken to receive the next mission objective. 


<2 New Objective: Train reinforcements and defend the harbor until the Atlantean army 
arrives. - 


Additional Kraken and transport ships carrying pirate invaders will continue arriving from 
the southeast corner of the map. Although it's possible to survive the Kraken and pirate 
assault with your Watch Towers and initial units, the mission becomes much more manage- 
able 1f you utilize Atlantis’ ample resources to bolster your ground army and Tower defenses. 

‘Two god powers are included to assist in the mission: Use Rain to hasten food gathering 
by Atlantis’ farmers, and use Restoration to heal all units, buildings, and siege units. Observe 
the southeastern corner of the map and watch the mini-map carefully to spot incoming 
enemies (marked with red on the mint-map) as early as possible. 

Maneuver your Petroboli siege weapons east toward the shoreline to target incoming 


pirate ships and Kraken. Place Arkantos 


…% IE | | / and your archer units near a Watch 
ä CTO 5 ‚___ Tower—the lower defends your units 
csiand nk Neer SEER against invading pirates. Shift your atten- 
In the single-player game, Heroes such as Arkantos are immortal. ton to your military structures. The mili- 


Should a Hero be killed, the scenario doesn't end, and the Heros body 
remains on the map. lfyou use other units to hold position around the 
dead body, the Hero revlves — although ínitíally with only one hit point 


tary academy can produce Hoplites, 
heavily armed infantry units effective 


left. Gradually the Hero's hit points will return to full strength. Dont against ENEMY cavalry ‚ YOUr Ar chery 
thrust the Hero immedíately back Into battle; allow time for healing. Range can produce Toxotes, units of 


Heroes are most effective against mythologícal units. 


ranged archery effective against enemy 
infantry. 
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Concentrate at first on producing archery units, in preference to Hoplites. Queue up 
several of these Toxotes (leave yourself at least 400 wood for additional Towers) and set their 
gather point near Arkantos and your other 
defenders. You may need to shift villagers pz = | 
from the production of food to that of wood | Several upgrades are available at the Military 
to increase production of the Toxotes. Make Ma ed 
sure your Toxotes remain at a distance from KE Thesenoestehan rene 
the sea, because the Kraken can grab units | resources, so keep villagers busy on the western side 
who stray too close to the shore! Produce a \ ofthe city. 
couple of villagers and use them to build two 
additional Watch Towers near the Atlantis 
Dock (see Figure 6.1). Construct another on the shore northeast from the Dock to add to the 
city’s defense. Towers and Toxotes are the best method to holding off the incoming enemies 
because you cant train any ships during the mission. 

There will be brief 
intervals between the 
attacks by Kraken and 
pirate ships, but after the 
first few strikes, the 
frequency and strength of 
the attacks becomes 
stronger. Use the precious 
time between attacks to 
regroup your army, 


the Archery Range and Armory upgrades first. 


produce additional 

Toxotes, and position your | SV 
Petroboli to pour deadly EE 
fire on the next wave of gn 


e : binten Aronde ijdel Pee 
pirateshipsand Krakento  [G&bes 


reach the shoreline. 

The pirate transport 
ships unload progressively 
more powerful troops. 
Send your Hero, 
Arkantos, into play against the shoreline. 
any mythological units 
and lure enemy groups within range of your defensive Watch Towers and Petroboli siege 
weapons. Also, don't forget to use the god power Restoration to heal your units, buildings, 
and siege weapons should the need arise. 

The Atlantean army will arrive after defeating a large wave of pirates. You gain control 
of the Atlantean army once it arrives. Use the army to eliminate the invasion force to 
complete the mission. 


Omens 2 10) 


Consequences 


Objective 


<> Advance to the Classical Age and explore the island. 


Map highlights 


You begin with a Town Center and a small group of villagers on the map's western shoreline. 
Berry bushes lying just east of the Town Center will provide your first source of food. Explore 
north of town to discover an additional food source—a herd of pigs—and south of the Town 
Center to reveal another: a flock of chickens. Search south of the Town Center to uncover 
two gold mines to help fund your military campaign. Just off shore, two of your [riremes 
battle two pirate ships. 


Battle Plans 
After defending Atlantis from invading pirates and Kraken, you and the Hero Arkantos must 


turn to building a base and organizing an attack against a pirate camp. You have a Town 
Center, and arrayed on your side are Arkantos and an army of Toxotes, a Kataskopos (scout), 
and a small group of villagers to gather resources and build the structures required both to 
advance to the Classical Age and to mount an assault against the pirates. 

Gather all villagers except one and order them to the berry bushes just east of the Town 
Center. The remaining villager must construct a House. You need houses immediately to 
raise the population cap. Raising the population cap allows you to produce additional 
villagers, hasten resource gathering, and develop 
an economy. While the other villagers forage for 
berries, construct houses as you need them until 
you ve reached the population cap. Queue up 
enne 10-15 additional villagers as the population cap 


Because of Arkantos' faithfulness, 
Poseidon grants you the god power 
Lure, which erects a stone (at a spot you 


Use Lure to draw the deer grazing on the hill east of increases. 
_ Town Center. Meanwhile, send the Kataskopos—a fast- 
| moving but weak cavalry unit best used as a 
scout—north to reveal a group of pigs just outside 
your line of sight. Move the pigs toward your Town Center to use as a food source once the 
berry bushes have been depleted. Search south of the Town Center to reveal a group of 
chickens, which can also be hunted for food. Continue to scout along the northern shore to 
uncover a couple of enemy Spearmen. Lure these Spearmen back to town and eliminate these 
enemies with Arkantos and your Toxotes. 

All the House building has likely depleted your wood supply, and you'll need additional 
wood to construct your Greek Temple—a prerequisite for advancement to the Classical Age. 
Ássign five or six villagers to chop and gather wood, keep another five or six villagers on 
slaughtering and gathering meat from the pigs and chickens, and assign remaining villagers 
to the two gold mines just south of the Town Center. Construct a Storehouse between the 
forest and gold mines to provide a drop-off point for your gatherers. 
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As soon as enough wood becomes available, construct the Greek Temple. Once you meet 
the prerequisites to advance to the Classical Age, return to your Town Center and engage 
your first age-advancement. 

When you advance ages in Age of Mythology, you're presented with an important decision: 
You must choose which of two Minor Gods your villagers will worship. Each Minor God 
offers its own unique god power, mythological unit(s), and various upgrades to military and 
economic power. 

À good bet would be to worship Ares instead of Hermes, to gain Ares powerful military 
upgrades and lumbering mythological unit, Cyclops. Ares also bestows the unpleasant but 
effective god power Pestilence, which can be used on enemy structures to prevent unit 
building for a period of time. You'll need a new resource, favor, to build new mytholog;ical 
units and to acquire your god's unique upgrades. Produce three to four additional villagers 
and set their gather point on the Temple. As your villagers worship their gods, you gain 
important favor. 

Advancing to the Classical Age also permits you to produce Greek Heroes from your 
Town Center, adding their powers to that of Arkantos. Theseus, a mighty infantry Hero, and 
Hippolyta, a sturdy archer, can be added to your military groups. You can't mass produce 
them—-you can have only one of each Hero at any single time. Like Arkantos, they are most 
effective against other Heroes and mythological units. Advancing to the Classical Age initi- 
ates a new mission objective. | 


<> New Objective: Train an army and 


Should your Kataskopos perísh, produce another 
destroy the pirate Town Center. 


scout —a Pegasus-—at the Greek Temple. Pegasus 
is an effective scout: a fast, flying horse that can 
only be attacked by ranged units. Send either type 
of scout south of your Town Center toward the southern shore 


Note on the mini-map that the pirate 
Town Center has been revealed on the 
eastern side of the map. Construct a 
Military Academy and Archery Range 
immediately and start producing Hoplites 
and Toxotes. The discovery of the pirate Town Center also triggers the beginning of enemy 
attacks — pirate Axemen and Slingers (ranged units) arrive and attack north of your Town 
Center. Defend the region using Arkantos, upgraded Towers, and your military units. As 
food and wood become available, upgrade your Hoplites and Toxotes at their respective 
production centers. 

Build a couple of Towers on the eastern hill overlooking your Town Center. Pirate 
Slingers tend to migrate to this hill and use their long-range weapon to attack your villagers 
gathering wood and gold below. A 
| - re rr couple of [owers should end this 
Use your Kataskopos or Pegasus to scout the ' threat before it becomes a pr oblem. 
northeastern shoreline and sea ín search of a | Also, the pirates possess a Dock 
damaged ship. Finding it adds wood and gold | just below their Town Center. You 


may wish to construct four or five 
to fund your military campaign against the pirates. There's ADE Dod&nd 
also another gold mine ín the northeast corner, but it's riremes at Á ma Own sSOCkan 
\_protected by a pirate ship. If maneuver them just south of the 


pirate Town Center to destroy any 
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to discover more pigs and a gold mine. 


to your resources. Use the additional resources 


ships and the Dock (see Figure 6.2). 
Approach the Dock from the eastern side to 


avoid a nearby Watch Tower. 

Before mounting your assault on the 
pirate Town Center, make sure to protect 
the northern and southern entrances of vour 
own base with several Towers. You may also 
wish to keep four to seven Toxotes and 
Hophites near in your Town Center to repel 
any late pirate attacks. Leave a small force 
behind in your town and position these 
units along the southern edge of your base 
to protect against pirate incursions. Send 
the fast Kataskopos or Hoplites against the 
Catapult to prevent extensive damage to 


Figure 6.2 You can use Triremes crrammed with archers to your Towers or structures. 
assault the pirates’ Dock, just south of their Town Center. Once you have two groups of 10-15 


Hoplites and Toxotes, two or three Cyclops, 
and your Heroes, move the army along the northern shore to the far eastern side. You may 
notice several paths leading south into the pirate town but these are blocked by Watch 
Towers. Use the hill on the eastern side of the map to begin your assault; position your 
Toxotes on this hill and your archers will fire at the pirate structures and units below. 

Cast Ares’ god power Pestilence on the military structures within the pirate camp. 

Your primary target is the pirate Town Center. You can leave all other pirate structures 
intact and still complete your mission af the Town Center falls. Beware of the Pharaoh 
lurking in the pirate base: On sight, the enemy invokes the god power Plague of Serpents, 
summoning several serpents to attack your army. Send your Toxotes to fend off the serpents, 
while pummeling the Town Center with your Cyclops, Heroes, and Hoplites. A new 
objective appears when the pirate Town Center has nearly fallen. 


<2 New Objective: Corner and attack Kamos the Minotaur. 


‘Three Anubites appear to help defend the pirate Town Center. Locate Kamos—the 
Minotaur donning the steel armor—and maneuver all your troops toward him. Attack 
Kamos to complete the mission successfully. 


Scratching thc Surface 


Emtal Objectiue 


<> Lead your soldiers to the unclaimed settlement. 


Map Mighlights 


You begin on the western shore. The unclaimed settlement lies along the shoreline to the 
south. You're very close to mighty Troy, which lies in the northeast. Once you reach the 
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unclaimed settlement, food sources can be found north (chickens) and northwest (gazelle) of 
the location. Search north of the settlement for a gold mine. The Trojan docks, an important 
objective later in the mission, lie north and east of the unclaimed settlement. 


Battle Plans 


As the mission opens, you possess a sizeable group of units. You have three Heroes at your 
disposal—Arkantos 1s joined by Ajax and Agamemnon-—as well as Hypaspists, loxotes, and 
Hoplites. You'll face many attacks during the course of the mission. 

Organize these troops into four groups: Use the Heroes primarily against mythological 
units, the Hypaspists against other infantry, the Toxotes primarily against infantry, and the 
Hoplites primarily against enemy cavalry. Although these should be your primary targets, 
make sure all of your units are participating in the battle so enemy units are vanquished as 
quickly as possible. 

After organizing your troops, send them south toward the unclaimed settlement revealed 
on the mini-map. Â small enemy group guards the path to the settlement. Eliminate these 
enemy troops with your organized army. A new objective appears once you maneuver within 
range of the unclaimed settlement. 


<> New Objective: Build a Town Center. 


You're given villagers to claim the settlement and build a Town Center. Use all villagers to 
build the structure to quicken the process. 

As the Town Center goes up, send your Heroes to search the area around the settlement. 
North of the settlement they can find a gold mine, some goats, and a herd of gazelle. Hunt 
the gazelle for your first food source. A pack of chickens wandering north of the settlement 
can be processed for food. A new mission objective appears once the Town Center is finished. 


<> New Objective: Destroy the two 
Trojan docks. 


There's another valuable source of food on the 
map. Search the area northwest of your settlement 
to discover a large herd of deer. Build a Granary, 
used to deposit collected food, near the deer. Use 
Poseidon's gift of Lure, placing the stone next to the granary 
tolure the nearby wildlife toward it. 


Enemy siege ships begin assaulting 
Agamemnon's small village to the north- 
cast. To stop the enemy naval units, 
destroy the ‘Trojan docks now high- 
lighted on the mini-map-——one to the 
north and another to the east. Sink any 
enemy Îriremes offshore with your 
Toxotes. Start construction of a Dock. Queue 14 villagers and begin collecting wood and gold 
to fund a naval fleet. Keep at least six to eight villagers on food (research Husbandry before 
processing the goats). You need the food to meet the requirements to advance to Classical 
Age. You'll also need to erect a Temple as soon as possible. 

Advance to the Classical Age. As always, you must choose between Minor Gods at 
advancement. Select Ares because he has more options for the military and offers you the 
chance to produce the mighty Cyclops. Attacks arrive from north of your town. Protect the 
area with upgraded Towers and your Heroes. Build military structures to create Hoplites and 


‘Toxotes to help guard your town. 
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You could assault the docks or gather the resources required to advance to Heroic Age. 
Advance first! Build an Armory and continue to gather food (the goats should be fattened by 
now). Upon advancing to the Heroic Age, 
worship Dionysus for the Bronze god 
power and the Anastrophe improvement. 

‘Train about eight Triremes (and two 
Pentekonters to remain for defense) and 
upgrade them to Heavy [riremes; apply 
Armory upgrades af the resources are avail- 
able. Head to the eastern [rojan Dock. Sink 
any enemy ships along the way. 

Assault the Dock with your naval fleet. 
When it has been destroyed, Agamemnon 


and Catapults) to assault the small village 
north of the Dock. Command these troops. 
Bombard the Tower and Town Center with 
the Catapults (see Figure 6.3). After 


Figure 6.3 Use Agamemnon 's Catapults to batter the Towers. crushing the town, send Agamemnon and 


his army into your town for added defense. 
$> New Objective: Destroy the last Trojan Dock. 


After tasking the Catapults on the Tower and Town Center, shift focus back to your original 
town. Defend against enemy siege ships (with your Triremes or Pentekonter ramming ships) 
and an attack from the west. Use available resources to bolster your defenses with Hoplites, 
Toxotes (upgrade them) and Towers. 

Add to your naval units with some Juggernaut siege ships. Send the fleet to the northern 
Trojan Dock. Eliminate any defenders and bombard the Dock with your fleet. Maintain 
defense in your base and repel any enemy attacks (mostly mythology units, which you can 
counter with your Heroes and cavalry, which you can counter with Hoplites). When the 
second Trojan Dock is destroyed, the mission ends in victory. 


#1 Fine Plan 


Eniciat Objectioe 


<p Find and take a Gold Mine from the ‘Trojans. 


Map Mighhights 


You begin this mission on the southern edge of the map. The imposing city of Troy sweeps 
along the northern edge of the map. There are goats in your town ready to be slaughtered for 
food and a herd of deer west of your town. Troy's rich gold mines can be found just northwest 
and north of your city. Another Trojan gold-mining operatton—a small camp supplying gold 


to [roy by donkey caravan—s situated in the northwestern area of the map. 
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Battle Plans 


This time, your mission begins in the Classical Age. You already have a sizable army, 
including Hoplites, Hippikon, and a Helepolis Siege Tower. The Helepolis is a mobile 
weapon—a rolling Tower that can transport units and fire ballista bolts at buildings. Most of 
the structures required to enhance your well-established army are already in place. Instead 

of bolstering your military, spend the mission's opening minutes improving your economy. 

Select your Town Center and use all your initially available food to produce additional 
villagers. Use one villager to build Houses (to support the population cap), and order the 
remaining villagers to harvest food from the herd of western deer. You'll use most of your 
initial wood on Houses and eventually structures, improvements, and farms, once the 
supply of animals runs dry. You could also build fishing boats if you wish to collect food WARp, 
from the sea (you already have a couple fishing 5 | 
boats). The first Trojan attacks come from the 

Build a Granary near the herd of deer west area north of your cíty. Position your 
of your city. Send most of your villagers there ínítíal army to quickly intercept the attacks. 
to harvest food (leave three to five for wood) as | For additional protection, build defensive 

. . . Towers along the northern edge of your base. 
you wait to conquer a Trojan gold mine. 

Group your available military units and | 
head northwest from your town to locate the nearest Te gold mine. Accompany the 
Helepolis with your units and use the siege weapon to topple the enemy mining camp there. 
Send the Hippikons against defending Toxotes and eliminate all enemy villagers. Move up 
your own villagers, build a Storehouse, and begin mining gold. You should use gold stolen 
from the Trojan mine to erect a Tower. When resources become available, upgrade the Tower. 

After using your initial food stores, produce about eight more villagers. Although you 
possess a Military Academy, Stable, and 
‘Temple, you still lack an Archery Range 
(which you need to produce Toxotes and 
Peltasts) and an Armory, needed to 
advance to the Heroic Age. Build each 
as soon as possible and, as the resources 
become available, purchase the upgrades 
at each of the military structures. 

If you've established a significant 
defense of Towers, consider remaining inside the safe confines of your base while you 
continue gathering resources to advance into the Heroic Age, which, depending on your use 
of resources, shouldn't take more than 20-30 minutes from the misston’s start. You'll want to 
produce a mixed group of forces, including Hoplites to counter Trojan cavalry, Hippikon to 
counter Trojan archers, and Toxotes to counter Trojan infantry. Don't forget to support your 
forces with mythological units, including the Cyclops, available since the beginning of the 
mission. 

Dont leave your base unguarded as you explore and assault the Trojan gold mine. Towers 
can help hold off a Trojan assault, but it's wise to leave a small, mixed group behind to defend 
the town long enough for your main army to return. When you reclaim the Trojan gold mine, 


a new objective appears. 
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A second enemy, ín the northeastern part of the 
map, sends Trireme ships to pester your naval 
fleet and attack your Dock. Protect your Dock 
with ships or Towers. You could even attack thís 
enemy’s maínland if you wish (sending troops over with 
transports). There's a relic available in the enemy town! 


<2 New Objective: [rain an army and destroy the ‘Trojan West Gate. 


It's the age-old question: Dionysus or Apollo? You must choose between them for worship 
upon advancing to the Heroic Age. Dionysus’ Bronze god power could provide an added 
armor bonus to your human units during the critical battles near the Trojan base. Apollo's 
Underground P. Ashes god power could be used to quickly maneuver troops near the Trojan 
gate (see Figure 6.4). Plus, Apollo's Temple 
of Healing improvement can regenerate 
your units’ health in between battles. 

After advancing to the Heroic Age, 
build a Greek Fortress for additional town 
defense and the ability to build Petroboli 


siege weapons. Continue to monitor your 


resources, purchase new upgrades at your 
military structures, and add troops to your 
current military groups. Begin to maneuver 
your troops west and around to the north 
toward the main gate of Troy. Place scouts 
around the perimeter of your base to 
monitor any Trojan assaults, and bring 
troops home to assist in town defense as 
needed. 

Advance to Iroy across the northern 


edge of the map. Advance slowly and 


Figure 6.4 Loyalty to Apollo will give you the Underground 
Passage to maneuver troops quickly between two areas on 
the map. 


beware of counter attacks, especially those 


supported by god powers ([roy doesn't hesitate to use Bolt or Bronze). Use your siege 
weapons, including the Helepolis Siege Tower provided at the beginning of the mission, 
against the Tower defenses and gates. Defend your siege weaponry against counterattack. 
Group your units according to type and counter the Trojan forces with the appropriate units. 


Utlize the god powers you have gained or 


/ been provided to assist in the battle. 
_ Tj yjan Frade Caravan ee eee Larlehand 
Doran Nd lend, PEES caravans south of the Troy gate. 


Thorough investigation of the western corner of the map reveals 
another Trojan gold operation. A Town Center protects a small gold- 
mining camp‚ which sends gold to Troy via donkey caravan. Upon its 
discovery, Arkantos alerts you to íts presence. He wants to destroy 
the camp. A couple of siege weapons can obliterate the Trojan trade 
caravan but must be supported by strong military forces. After you 
breach the camp and begin razing structures, Troy will send a heavy 
retallation force spearheaded by tough cavalry. Make sure you send 
plenty of upgraded Hoplites with the siege weapons, to counter the 
powerful Trojan cavalry. Eliminating this Troy trade caravan weakens 
TroySs attacks. 
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Destroying the Market and caravans 
reduces lroy's ability to reinforce its army 
and produce more units. Task the 
Petrobolt on the Market and eliminate the 
donkey caravans with your military units. 
It's also possible to cut Trojan production 
temporarily by using the god power 
Pestilence. Scout the northwestern side of 
the Trojan base with a Pegasus to discover 
the Military Academies. After obtaining 
line-of-sight, invoke Pestilence to cause 


production to stop for a short period of time. Topple the nearby Towers, gate, and Fortress 
before advancing near the [rojan gate. 

If necessary, it's possible to advance to the Mythic Age by building a Market and gath- 
ering the required food and gold resources. At advancement, two more gods become available 
for your worship. Choose Hera for her Lightning Storm god power, which should be saved 
for the climatic battle near the 
Trojan main gate; or choose 
Hephaestus for his god power of 
Plenty, with which you can erect a 
vault that continually pours add1- 
tional resources into your coffers 

‚to fund your military campaign. 

It's possible to win the 
mission in the Heroic Age, 
though the Mythic Age gods and 
upgrades offer additional powers that are fun to wield. The mission ends immediately once 
the main gate of Troy falls to your forces. You aren't required to destroy all of the enemy build- 
ings in the city. Simply eliminate the gate to complete the mission. 


“(ust Gnough Rope 


Initial Objective 
<> Destroy the cavalry attacking Ajax. 


Map Mighlights 


You start the mission just north of the city of Troy, which lies along the southern edge of the 
map. [he Trojan cavalry assaults Ajax and his small army just north of your start position. 


Battle Plans 


At the beginning of the mission, youre provided with a nearly fresh batch of Hippikon and 
Hoplites, under the command of Arkantos. Group them by type. Send the Hoplites into 
battle first, as these units possess a bonus against cavalry. Follow with your own Hippikon, 
and Arkantos, and attack any Trojan units assaulting Ajax directly (see Figure 6.5). If Ajax 


dies, the mission ends immediately in failure. A new objective appears once all the Trojan 


cavalry perish. 
<> New Objective: Bring Arkantos and your army to Ajax’s Town Center to the southwest. 


Berry bushes in the northeastern corner of the map could 
provide another source of food for your town. Simply 
construct a granary nearby and assign several villagers to 
forage for berries. Also, there are two relics nearby. Search 
the northwestern corner of the map for a relíc protected by a Medusa. 
Search an alcove just west of Troy to uncover another relíc. To gaín 
their benefits, use a Hero to garrison the relícs ín your Temple. 


Ajax's camp is revealed on the mini-map just southwest of your current position. Move your 
entire army into Àjax's camp to receive the next objective. 


<> New Objective: Build up a stronger army and destroy all the buildings in the Trojan 


forward military base arca. 
Just Enough Rope De 109 


The Trojan outpost Town Center appears 
on your mini-map in the northeastern 
corner of the map. Scan your new town and 
locate villagers adjacent to various resources. 
Put villagers to work collecting wood. Build 
a Granary and research Husbandry to 
quicken the pig fattening process (the town 
has several pig pens). You also can spot the 
area south of your town to discover a donkey 
caravan trading with Agamemnon's Town 
Center—this provides extra gold for your 
town. Hunt deer south and north of town 
(on the hill) for your initial food source. 
Your new town contains plenty of living 
quarters but lacks military structures and 
Figure 6.5 Assist Ajax quickly by attacking any Trojan Tower upgrades. As soon as possible, 
cavalry near him. Save Ajax or fail in your mission! upgrade your Towers to Watch Towers to 
aid In town defense, and construct a 
Military Academy, Archery Range, Armory, Stable, and ‘Temple. Produce six to eight more 
villagers as food becomes available. Use these additional villagers on your biggest resource 
needs, including favor, gained by worshiping at the Temple. Once you have depleted your 
food sources, build farms surrounding your Town Center. 
The'Trojan outpost throws increasingly difficult armies at your town. Protect your settle- 
ment with plenty of Watch Towers, and spend what resources you must-to acquire the 
Sf nd Burning Oil Tower upgrade, so the structure can 
lii S defend itself against close-quarter attacks. Continue 
to add to your army with mixed groups of Infantry, 
archers, cavalry, and mythological units, and acquire 
various upgrades as resources become available. 

Monitor the area east of your town with scouts. 
You're warned that a team of Trojan villagers will 
attempt to build a Stable somewhere just outside your town's line of sight. Scouting and a 
couple of Towers on the eastern side of your base should eliminate the threat without conse- 
quence. 

You'll likely need more gold, particularly if you plan to advance to the Mythic Age. 
Search the area north of your base to discover a cluster of gold mines. Build a couple of 
Towers north of the gold mines before you 

A small Trojan farming area can be found due begin collecting resources. [he Towers will 

north from your camp along the northern edge Hi eliminate GL threats in the area. 

of the map. Elimíinate the farmers and steal $ You can choose to attack in the Heroic Age 

the farms for your own use. There are also | or continue gathering resources (while effec- 
ene, berry bushes nearby. Construct a Granary and | tively defending your town) and advance to the 
noden bs | Mythic Age. Select Hera upon advancing to 
the Mythic Age and gain her Lightning Storm 


Explore the area just east of your town 
to locate a small alcove containing a 

relic. To gain its bonus, place a Hero to 
garríson the relic ín your Temple. 
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god power. Lightning Storm's ability to decimate an enemy army could provide the upper 
hand in the mission’s climactic battle. Following up Lightning Storm with Dionysus power 
of Bronze adds a powerful one-two punch. 

Assemble an assault team of 15-20 infantry (predominately Hoplites to counter Trojan 
cavalry), 12-15 Hippikon, 12-15 Toxotes, and several mythologtcal units, including 
Minotaurs, Hydra, and (thank Hera!) Medusa. Don't forget to spend resources on military 
upgrades to improve the offensive and defensive capabilities of your troops. 

There are several routes into the Trojan outpost. One way is to head due north from your 
base and follow the northern area of the map toward the outpost. This route is tougher— 
there are more Trojan defenses to combat. You could also head north just before the gate and 
discover a small back entrance; it's a hill overlooking the town, perfect for Petroboli. Finally, 
also consider moving east from your Town Center until you find the small valley just south of 
the Trojan outpost. A group of villagers gather in front of a gate that leads directly to the 
‘Trojan outpost. 

Expect a heavy counterattack to any route you take. Use Hera's Lightning Storm to 
bombard the Trojan army. Use Athena's Restoration (available from the beginning of the 
mission) to regenerate your troops during the battle. Position Minotaurs and Hydras near the 
front lines to pummel the gate and intercept any lrojan forces that emerge. 

Onee inside the gate, use the god power Bronze to enhance your human units’ armor. 
Avoid the Fortress just north of the [rojan lown center until you've moved siege weapons 
into position. Beware of Poseidon's militia, which appear at destroyed buildings. Destroying 
all Trojan forward base structures completes your mission. 


YT Nope 
This (orks 


Initial Objectioe 
$ Accumulate 1,000 wood to 
build the Trojan Horse. 


Map Mightights 


You begin on the western side of the map. The intimidating city of Troy can be found on the 
eastern side of the map. There are three gold mines around your base camp—two to the north 
and one to the south. A search of the area north of your town will reveal an additional food 
source, a herd of deer. Search the area around your initial start position for a hidden relic. 


Battle Plans 


This is a unique mission, because it is possible to complete it without significant base building 
or bolstering of your military numbers. So far, Troy 1s unaware of your plans to build a huge 
horse and sneak a small force into the city. 


ET EEE RET 


Eer ver aen 


A large supply of food can be found within the rubble of 
Troy in the southern corner of the map. Navigate through 
the main gate and head south. Several Towers guard this 
route, however; safely maneuvering your villagers into the ruins 
will prove very difficult. Send at least six if you plan to just scurry 
beyond the Towers. At the southern end, you'll find a herd of cows 
and goats. Build a Granary and start collecting additional food. 


l Hope This Works h_ € 1 


‘Trojan scouts, however, roam throughout the area. If a scout spots the ‘Trojan Horse, the 
unit will head back to Troy to alert the military to your presence. You must kill any such 
scouts before they can reach the city, or you will have to defend your town against Trojan 
attack. If you can stop every scout who attempts to intervene, you can build the Trojan Horse 
undetected and complete the mission without the need for a military force. The Trojan scouts 
are Hetatro1, which are slower than the normal Kataskopos scout. However, the Hetairoi are 
stronger in battle 

The faster you can collect 1,000 wood and build the ‘Trojan Horse, the better. You begin, 
however, with only three villagers. Send them immediately to the goats just north of your 
Town Center and begin collecting food to fund additional villagers. Select the Town Center 
and produce four additional villagers immediately (using up available food) and set their 
gather point at the trees near the storehouse just east of the Town Center. Troy invokes the 
Forest Fire god power on the thieker woodlands west of your Town Center. 

Continue to produce more villagers as food 
nn mee continues to come in from the goats. Send them 
You begin the mission with two god powers: to chop wood. If you aren't collecting food fast 
wanden den ann aise enough to maintain constant villager flow, send 
penning ge one or two villagers to assist in the slaughtering 
of goats. 

You are provided with four Prodromos at the 
beginning of the mission. Split them into two 
groups of two. Position one group in the clearing 
north of your Town Center and another group in the clearing east of your Town Center. 
Spread them out a bit to maximize your line of sight, and monitor the mini-map carefully. As 
soon as you spot a red blip, toggle the correct grouping of Prodromos and attack the scout. 
You should also support with your Heroes. Your Prodromos will take damage from the 
scouts, so it may be necessarily to build additional units to keep the Trojan Horse undetected. 
[fan emergency arises—an enemy scout escapes your Prodromos and begins to return to the 
enemy base—use a god power to eliminate the unit. 

Continue to produce villagers, and assign them to collect wood (though save food for the 
Hand Axe improvement). It's viable to assign as many as 80% of your villagers to that task. 
Hunt the deer north of the Town Center (there are more deer southeast of town but it's safer 
to hunt the northern herd) and pick berries mn the bushes to the northwest. Explore the far 
northern corner of the map to discover more deer and some goats. Spend food on more 
villagers, especially after the Trojan Horse begins construction. 

[f you're countering the scouts, additional military units are unneeded. You do lack vital 
military structures, however: If you are detected, you must immediately build a Military 
Academy, Archery Range, Stable, and Temple to produce combat units. It also would be wise 
to use the wood stores to build defensive Towers (and upgrade them) to help protect the city. 
You could consider producing some military units even if you havent been spotted. Order 
these military units to assist the Heroes in intercepting Trojan scouts. 

Once you collect the total of 1,000 wood, a new objective appears. Don't consider 
assaulting Troy. The purpose of the mission is to build the Trojan Horse to sneak into Troy. 
Attacking Troy would result in heavy casualties and likely make the mission impossible, or at 
mintmum much harder, to complete. 


and could possibly return to Troy. Use 
Restoration to heal your anti-scout defenders, thus 


avoiding the construction of more military units. 
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<7 New Objective: Build the Trojan Horse. 


Completing the Trojan Horse automatically 
finishes the base-building portion of the 
mission. It’s to your advantage to finish 
building this equine troop-transport as 
quickly as possible. Order all or most of your 
villagers to assist in the construction of the 
horse. Depending on your need (for instance, 
you might be producing military units to aid 
in defense), you may need to leave some villagers on food, wood, or gold. But the more 
villagers you have assisting in the construction of the Horse, the faster the transport will be 
built (see Figure 6.6). 

As soon as the villagers complete 
the Trojan Horse, a cut-scene reveals the 
completed covert transport. Arkantos, 
Ajax, and Odysseus automatically board 
the horse and order Agamemnon to pull 
back and wait until nightfall. After 
sneaking the Trojan Horse inside Troy, 
Arkantos, Ajax, and Odysseus will open 
the southern gate to open a passage for 
Agamemnon' reinforcements. Night 
falls and a new objective appears as the 
three Heroes disembark from the Trojan 
Horse, now safely inside Troy 's city 


walls. 


$5 New Objective: Sneak your Heroes 
through ‘Troy toward the ‘Trojan 
Gate and find a way to destroy it. 


Group Arkantos, Ajax, and Odysseus 

together and cautiously move south. If 

you've saved your god powers, use them (especially Bolt) against the mythological creatures 
you will encounter in Troy. Move slowly to the south until you spot the patrol, led by a Trojan 
Cyclops. A new objective appears. 


_ ene ee — se 


lfyou build a Temple, purchase the 
Olympic Parentage upgrade, which gives 
your Heroes more hit points. These Heroes 
will be the uníts hiding inside the Trojan 
Horse and invading Troy. They'll need to fight, and the 
extra hit points could prove invaluable ín combat. 


Figure 6.6 Time ís of the essence! Put all or most of your 
villagers to work on the Trojan Horse. 


<> New Objective: Avoid being seen by the Trojan patrols. 


Don't attack the Cyclops patrol. Wait for the patrol to head west and through the gate. 
Continue south until you reach an intersection patrolled by a Colossus. You can invoke Bolt 
against the Colossus, or just wait for the creature to patrol west and out of the way. A new 
objective appears when you reach the intersection. 


<> New Objective: Kill the Cyclops guard to capture the Siege Towers. 


Just east of the path, two Trojan Cyclops guards protect four Helepoli. Your Heroes can 
handle the two Cyclops rather easily. If they need assistance, invoke the Bolt god power to 
defeat one of the monsters. 


<> New Objective: Use the Helepolis Towers to destroy the Gate of Troy. 


l Hope This Works KK 15 


oan ve lt 
lar ge E _ 


remaining [roy defenders, especially those guarding the . E . 
two Portresses to the west of the main gate. Petroboli, the reinforcement party includes 


Group the Siege Towers and continue south toward the south gate. Order the Siege Towers 
to attack the gate. Some enemy units attempt to defend the area. Use your Heroes to protect 
the Towers from counterattack, and Watch out for the Colossus you bypassed at the intersec- 
tion. When the south gate falls, a new objective appears, along with Agamemnon's huge rein- 
forcement party. 


<> New Objective: The gate is down, use Agamemnon's reinforcements to destroy three 
Trojan Fortresses. 


ee rans Vg. en Ee Tg Min se ern On DE aans dimeer es en na 


EK Agamemnon massive group of reinforcements 
The Gods reward your invasion of Troy with __BÌ _mav be difficult to control at first. The 
a gift: two uses of the god power Meteor. most important unit in the group comprises the 
PF [hePetroboli can make short work of the Petroboli. which can knock out the Trojan 

DN { 


Fortresses, so consider using Meteor on any î 
| Fortresses rather quickly. Apart from the 


mmm Hypaspists (to use against Hoplites), Hoplites 
nn (for use against cavalry), and several Colossuses. 
Protect the Petroboli and captured Helopoli with the bulk of the reinforcements. 

Two Trojan Fortresses can be found west of the main gate. The third is located on the 
eastern side of the city. Group the siege weapons and maneuver within range of the 
Fortresses. Protect the Petroboli with Agamemnon' reinforceements and your Heroes. The 
mission ends with success once all three Fortresses have been destroyed. 


Pr on Mi BE en A 


Mare Bandits 


Fnitiaf Objective 


$P Bring Arkantos and Ajax to the prison area to rescue the hostages. 


Map Highlights 


You begin along the southern edge of the map. The Ioklos hostages are to the northwest. A 
bandit wall lies to the north of your start position so it would be wise to heed what the loklos 
villager reports and use the western road. You can find three unclaimed settlements on the 
map_—one in the northwest, a second in the map's center, and a third just beyond the wall 


north of your start position. An important loklos fortress can be found in the southeastern 
corner of the map. 


Battle Plans 


When you gain control of Arkantos and Ajax, an loklos villager approaches your position and 
suggests taking the western road toward the hostages. Follow his suggestion and maneuver 
your Heroes toward the west. A couple of Spearmen will engage your Heroes along the 
path—these troops should provide little challenge for Arkantos and Ajax. Face a couple 
groups of Wadjet as you continue toward the prison area. Defeat them all before continuing 
down the path. 

Follow the road northwest and arrive at the prison area, guarded by another Wadjet. 
Defeat the mythological unit and approach the Centaur hostages enclosed in the pen. The 
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Centaurs reveal the location of more pris- SE ESE P_ NA 
oners as well as Chiron and provide a new keet | 
mission objective. 


<> New Objective: Defeat the bandits 


guarding the prison to free the prisoners. 


Search the eastern side of the prison area for 
\ arelic. Grab this relic with a Hero and save it 
for the Temple you'll convert later in the 
mission. When you can train units later In the 


mission, check to see what your relic enhances and 


Head northeast toward the new location REEN 
in 


revealed on the mini-map. There are many 
enemy Spearmen guards patrolling the area 
around this adjacent prison. You'll even find 
a Wadjet or two attacking the loklos houses and militia. Defeat all of the enemy Spearmen in 
this prison area to free the next set of prisoners. When you save fleeing militia, they become 
converted to your cause and under your control. A new objective appears after rescuing these 
prisoners. 


<> New Objective: Destroy the enemy Watch Towers and Barracks. 


You also receive access to two Military Academies upon rescuing the prisoners. If you wish to 
add additional troops to your army (you have resources now), select Hypaspists, which are 
counter-infantry unit and effective against these bandit Spearmen. You're also given a 
Helepolis Siege Tower. Use it against the bandit gate south of the prison then start advancing 
to the map's revealed center—that’s where the Watch Tower and Barracks are. 

Head southeast into the map's center. Combat the bandit Spearmen and Anubites with 
your now impressive army. Order the Helepolis to assault the lower adjacent to the enemy 
Barracks. The bandits, worshippers of Set, won't sit back and allow you to topple their struc- 
tures. Expect more Spearmen, Slingers, a Pharaoh, and converted animals to assault your 
army from the northeast. Intercept them while the Helepolis crushes the Tower, walls, and 
enemy Barracks. After toppling both the Tower and the Barracks, a new objective appears 
and a new location appears on the mini-map. 


<> New Objective: Destroy the enemy Watch Tower and Barracks. 


There's another Tower and Barracks complex to the east that's waiting to be destroyed. You've 
now converted several loklos structures, including Archery Ranges, Stables, Armory, and a 
Temple. Your coffers are also filled with resources. 
It's tme to start producing some units. Add Hippikon, more Centaurs, and Hydra to 
your army. You could also train Toxotes and Peltasts depending on need and desires. Don't 
forget the Military Academies back at the prison area (the Hypaspists are valuable against the 
Spearmen) or the Armory— you can research its technologies to improve your units’ attack 
and armor. | Ò 
Attack the eastern gate with the & 
Helepolis and Hydra. Defeat these 
units from bandit counter attack with 
your formidable army. Continue east 
taking the lower route toward the Tower 
and Barracks complex. Counter the 
enemy Slingers with either Peltasts or 
Hippikon. Support your attacks with 
your Centaurs (upgrade them to 
Polemarches if you have the resources). 


Don’t forget your god powers! Zeus, Hermes, 
and Dionysus have provided Bolt, Cease Fire, and 
Bronze. Use Bolt to instantly terminate a single 
enemy unit; invoke Cease Fire to provide extra tíme 
to traln reinforcements to defend against an attack; and cast 
Bronze during your final assault on the Migdol Stronghold at 


\ the end of the misslon. 
More Bandits XX 15 


Maneuver the Helepolis to the Watch Tower and Barracks and begin vour assault. Maintain 
defense of the area by intercepting any incoming bandit attackers. When the two structures 


fall, aà new objective appears. 


<> New Objective: Destroy the Migdol Stronghold to free Chiron. 
À new location appears on pk mini-map: The bandit Migdol Stronghold guarding the 


Barron seer mb taan ne 
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Figure 6.7 Your siege weapons provide the punch you'll need 
to invade the bandit base and rescue Chiron. Guard them well! 


captured Chiron. After toppling the Tower 
and enemy Barracks, more resources are 
added to vour reserves. Also, the loklos 
structures in the area are converted to your 
side. Search east for a Fortress, southeast for 
a Market and more military structures, and 
northeast for even more military structures. 
Enemies are assaulting the area. 

Intercept them with your army and start 
producing new units. [rain two or three 
Petroboli from the Fortress; more Centaurs 
and Hydras from the Temple; and additional 
Hippikon and Hypaspists from the Stable 
and Military Academy (see Figure 6.7). 

ou can advance toward the Migdol 
Stronghold from either a left or right side 
route. An elevated Tower defends the right 
route, though it's possible to eliminate this 
structure with Petroboli. Choose either 


route, just don't advance your army until your Petroboli have toppled all Towers and gates. 

À fierce counterattack arrives as you begin bombarding the Towers and walls near the 
Migdol Stronghold. Invoke Bronze to help protect your human units. Keep the siege 
weaponry targeted on Towers and the Migdol Stronghold while your other units combat the 


[here's another relic just north of this 
second Tower and Barracks complex. 

Grab the relic with a Hero and garríson 
the hidden item in the nearby Temple. 


en nt je eeen 


Bad ews 


Enttiat Objectioe 


bandit Anubites, Slingers, and Spearmen. Send your 
Heroes, mythological and human units to rampage 
through the bandit town while your siege weapons 
finish off the Towers and Migdol Stronghold. The 
mission concludes in victory when the Migdol 


Stronghold falls and Chiron is rescued. 


> Build up Ajax and Arkantos’ bases and fight your way to the mine. 


Map Mightights 


Your forces begin in two locations—on the western and eastern sides of the map, with a 
rugged mountain between them. It’s impossible to combine the forces until much later in the 


116 Xi Chapter 6: Missions 1-8 Walkthrough 


Battle Plans 


mission. Resources vary on the two sides of the mountain, so it's important to scout quickly to 
discover them. The western side offers goats near the Town Center and berries south and 
northwest of the Town Center. You'll 
also find two gold mines in the 
southern corner of the west side and 
another to the northwest. Gather 
food and gold from the western side. 
On the eastern side, the large forest 
in the southern corner promises a 


steady supply of wood. 


Gargarensis isn't enthused about your invasion of 
these mines and will invoke the Meteor god power as 
you begin to advance north. Spread out structures and 
farms as much as possible and keep buildings and 
gatherers away from your Town Centers. After the attack, shift 
uníts back toward your Town Center to combat the Cyclops 

\ dropped by Gargarensis’ Roc transport. 


Ás your mission begins, your forces find themselves on two sides of the map—the western 
and eastern sides of the southern corner. Arkantos and Chiron occupy the eastern side; Ajax 
commands in the west. Your first task should be to begin collecting resources on both sides. 
Each side possesses 1ts own riches, so it's important to scout out the entire arca before 
deciding how to use your villagers. 

The western side boasts the more plentiful food and gold resources: Goats surround your 
Town Center, and berry bushes can be found just to the south and to the northwest. A search 
of the southern corner will reveal two separate gold mines and exploring the northwestern 
corner reveals another. Use villagers to begin foraging the bushes (research Husbandry to 
quicken the fattening rate of your domesticated animals). Produce additional villagers on this 
side to quicken food collection, which in turn will fund more villagers for gold mining. The 
eastern side boasts the more plentiful wood resource— search the southwestern corner of the 
area for a large forest. Build a Storehouse near the forest and begin wood collection. Gather 
these resources and advance to the Heroic Age within 10 minutes if possible (make sure you 
construct the Armory). The sooner the better, because better units and upgrades become 
available when you advance. 

You have a difficult choice —to worship Dionysus or Apollo— when you advance to the 
Heroic Age. Dionysus’ Bronze god power can be saved until the final attack. Further, the 
Hydra can attack multiple enemy units at once. However, Apollo's Underground Passage can 
be used (in conjunction with a Pegasus scout) to circumvent enemy gates. 

‘The two sides differ not only in resources, but also in their needs for specifie defenses. On 
the western side, the enemy periodically attacks with Hoplites, a Hero, and siege weapons. 
Defend this side by first building —and upgrading as resources become available—defenstve 
Towers facing the enemy gate. Secondly, produce Hypaspists at the Military Academy and 
mythological units (such as the Minotaur) at the Temple. The Hypaspists counter the 
enemy’s infantry, and the mythological units should assist. Research improvements, such as 
Athena's Aegis Shield, line and Armory upgrades. Make sure you order some units to destroy 
incoming siege weapons before they can inflict significant damage. 

On the eastern side, the enemy periodically throws Toxotes and siege weapons into the 
fray. As in the west, defend the gate entrance with upgraded defensive Towers. Build a stable 
and produce Hippikon to counter the enemy archers. Use at least one Hippikon to intercept 
any incoming siege weapon before it can begin bombardment of your defensive ‘Towers. 

Continue to produce these fighting units for their respective sides even as your divided 
armies advance toward the mine fortresses. 


Bad News Dd 1 


d ‘ 


To simplify the assault, it's easter to advance first on one side, then the other. Attempting d 
to advance both sides at the same time could become difficult to handle. Just make sure you 
have established Towers and ample defensive units on one side while you advance toward the 
mine fortresses on the other. Advancing on either side becomes easier with the assistance of 
siege weaponry. Make sure both sides contain a Fortress to produce siege weapons; build 
three to five to assist each advance. For the sake of this walkthrough, let's advance the western 
side first. 

On the western side, destroy the gate north of your base with siege weapons, then send 
your Hippikon through. Level the Towers and military structures just outside your base with 
siege weapons. An enemy Fortress stands on 
a hill just to the north. You can assault with 
Don't forget to build a Market and continue heavy Ik Patebai or send your western forces up the 
resource gathering so you can eventually advance t hillto topple the structure. You can also 
to the Mythic Age, Choosing to worship Hera after assault other units from this hill; for instance, 


ou advance adds the powerful Lightning Storm . 
8 gd hd leave Petroboli there or send Toxotes or 
god power to your arsenal. Save Lightning Storm for the final 


mut aat tine Eltracses. BE Peltasts to stand ground on the edge. Look 
for other opportunities to do this throughout 
the mission as you weave units back and forth 
through the maps central paths. 

Continue northeast and use your siege weaponry to eliminate another military structure 
and more walls and gates. Continue east and Arkantos spots an enemy Fortress and an 


opportunity. Level the Fortress and you can link up your forces. Topple the Fortress with 
Petrobol. 


5 ee Soo deel ee a — - nme ed ee 


On the eastern side, use siege weapons to eliminate the 
gate north of your camp. Follow the path around to the north- 

Search the western side of „4e : ) 
west and level the two military structures and discover youre 

the map for a hill containing a } e Sl 

hidden relic. Garrison therelje \ just south of the Fortress. Start pummeling a gate and Towers 

ín your Temple using a Hero. east of your position until you've leveled the enemy Fortress 

and the wall blocking access to both sides. 

Continue east and level more military structures. Protect 
your siege weaponry well! Don't forget that since Gargarensis is worshipping Poseidon, 
militia will appear at destroyed buildings. Topple the two Towers nearby and head north 
along the eastern side of the map. You've now spotted two unclaimed settlements nearby. 
Consider advancing a few villagers to build Town Centers here. There are food sources near 
(pig and deer), and you can regroup and rebuild your 
army here before pressing onward to the mine 


Don't neglect the various military and £ 
Armory upgrades during the mission. ortr nn 
You will likely have plentiful resources With your combined forces, level the enemy 's 


and should use them to enhance your _$f structures south of the mine fortresses. Protect your 
infantry, archers, cavalry, and mythological units. siege weaponry carefully, using your cavalry and 
Ee  infantry troops. Use your god powers—including 
Athena's healing Restoration—-during this final 


stretch. Order the siege weapons against the mine fortresses. Once both collapse, your 
mission ends in success. 


hes 
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Missions 9-16 
CCalkthrough 


rkantos breaches the Underworld by defeating the 
villains who defend the mine leading under the Earth. 


he Underworld offers new mysteries and new allies, the haunting 
hades. Soon, after carving a path outof the Underworld, Arkantos 
nd his fellow warriors find themselves lost ín the desert —but with a 
ew acquaintance, Amanra. You and Arkantos must assist Amanra, 
n Egyptian Hero, in her battles with Kemsyt to gain an ally against 
he greater evils lurking in the land. 


‘his chapter covers mission walkthroughs for single-player ZNg 
nissions nine through 16 ofthe Age of Mythology. v& 
eginning with mission 10, Arkantos finds himself 
llied with Egyptian gods and Heroes. You will 


jo longer use Greek units and technologies or 
vorship Greek gods. Instead, study up on the 
‚gyptians, (see Chapter 4 of this strategy 
ruide) and use their assets to defend 
ourself against the nefarious 

\emsyt and Gargarensis. 


Bevelation 


Enittal Objectiue 


$P Destroy the ram before it breaks down the gate. 


Map Iighhights 


You begin on the western stde of the map. Your three Heroes—Arkantos, Ajax, and 
Chiron—overlook the giant siege ram, which 1s posttioned in the valley below, on the north- 
western side of the map. Friendly reinforcements arrive from the southwestern corner of the 
map, while the enemy 1s being reinforced through three separate tunnels on the eastern side 
of the map. [t's possible to restrict the enemy's passage through one of these tunnels. 


Battle Plans 


Immediately select your three Heroes—Arkantos, Ajax, and Chiron—on the western edge of 
the map. Move them south to rendezvous with the first batch of friendly reinforcements, a 
group of Hoplites and Centaurs. Advance the entire group south with the Heroes in the lead. 
You'll face Cyclops and Manticores on the way down to the ram. Attack with the Heroes in 
first; let these warrtors absorb the damage because they're tougher against mythological beasts 
and can regenerate their strength 
even if they re killed. 

Split your troops into two 


You are given four god powers at the missions start: Bolt, 
groups: send your three Heroes to 


Restoration, Bronze, and Lightning Storm. Save them as Á 

long as possible! Use Lightning Storm against large groups the SIege ram to battle the 

of human warriors. Invoke Bronze to protect your own É Manticores, Chimera, and Ballistae 
mortal soldiers ín a tough battle. Monítor the health of your uníts and | guarding the ram. Invoke Bolt on 
cast Restoration when many are on the brink of death. Invoke Bolt to 


one of the enemy units should your 
terminate a tough enemy unit, such as a Cyclops or Chimera. 


Heroes struggle, but certainly save 
the god power af at all possible. 
Send your second battle group, the 
Hoplites and Centaurs, to the closest tunnel on the eastern side of the map (the southern- 
most tunnel of the three). A large boulder rests against the wall at the tunnels mouth. Assault 
the boulder with your units; destroying the boulder causes it to fall and block the tunnel. 
Clear out any any units before attacking the boulder. 

After knocking down the boulder, send the Hoplites and Centaurs to the next tunnel just 
north of your position and repeat the task. There's a second boulder here that can block the 
central tunnel. Clear out enemy units first then assault the boulder. Use your next group of 
reinforcements to aid this group in finishing off the boulder. New enemies will arrive from 
the top tunnel, which can't be blocked. Instead of intercepting these new enemies, remain 
at the siege ram and fight the enemy arrivals only when they appear in your line of sight near 
the great door (see Figure 7.1). Continually monitor the western side of the map for new 
reinforcement arrrvals. Once both boulders are blocking the two tunnels, send all new 
reinforeements immediately to the ram. 
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It's important to select your own 
newly arrived reinforcements—an 
assortment including Ballistae, 
Hippikon, Toxotes, Hoplites, and 
Centaurs—as quickly as possible, and 
to order them to move to and attack the 
siege ram. By moving your troops to 
the area and intercepting enemies only 
when they reach the siege ram, you can 
eliminate enemy reinforcements and 
then quickly get back to attacking the 
siege ram. 

Another threat arrives during the 
mission: Enemy villagers appear and 
start repairing the siege ram. You can 
attack the villagers as they approach, or 
wait until they surround and begin 
repairing the ram, then invoke 
Lightning Storm to obliterate the 


er 


Figure 7.1 Maintain an aggressive attack on the siege ram. 
Wait until enemy reinforcements arrive at the ram before you 
disengage and intercept. 


entire group. Don't wait too long, however: A large group of villagers can fix the ram very 
quickly. Wipe them out before too much repairing can be done. Don't hesitate to use 
remaining god powers, particularly Restoration and Bronze, as the enemy's attacks become 
greater. If the ram breaks down the door, the mission immediately ends in failure. Destroy the 


ram to complete the mission in victory. 


Strangers 


Initial Objectioe 
45 Seek the Shades. 


Map Dighlights 


Careful exploration of the map reveals several 
ally units, which will fight for your cause. 
You'll find a Nemean Líon at the end of a 
narrow path north of the southern tunnel and 
three Medusae stand at the end of a path just south of the 
northern tunnel. 


Your troops start in the far southern corner. At the mission's start, fog of war shrouds the 
entire map in darkness. The Shades encountered in the mission’s introductory cinematic can 
be found just to the west of your start position. After you find the Shades, three shrines and 
relics will appear on the eastern side of the map. You must acquire these relics and move them 
to the temples in the northwestern corner of the map. Additional Shades and god powers can 
be acquired through painstaking exploration of alcoves and side routes. 


Battle Plans 


You begin with three Heroes—Arkantos, Ajax, and Chiron—and a group of Hoplites and 
Toxotes. You also have a single god power at your disposal, Zeus’ Bolt. Assign each unit type 
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to a group, keeping a Hero in front of each group to take the brunt of the enemy damage 
(because Heroes have more hit points and can regenerate their strength). Head west from 
your start position to locate the Shades. 


<2 New Objective: Scout forward. Shades are invisible to enemy units and can see farther 
than vour other units. 


À new objective appears after locating the first Shade. Select the Shade and scout him 
forward along the path until the next objective appears. 


4e New Objective: Kill the Minotaur. À Shade vanishes when it steals the soul of an 
enemy u nut. 


An enemy Minotaur stands near a collection of ruins. Attack the Minotaur with the Shade 
unit. The Shade can instantly kill a single enemy unit. In doing so, the Shade disappears and 
NING that particular Shade can't be used any longer. After the Minotaur expires, two more Shades 
lant” appear in the ruins and can be added to 


ee En vour groupings. Â new objective appears 
J , \ Each Hero can carry only one relic at a time. With three \ and three locations ane revealed on the 
on relics to retrieve, you must keep your Heroes alive in mini-map. 
Ds id / order to complete the mission. Remember, when a Hero pe En 
Te dies, simply eliminate all enemy presence around his > New Objective: Collect the three lost 
corpse and occupy that territory with some units. The Hero will relics of Hades. 
Meh 0 A men on n a! 
' hai to life 4 ith one hit point. Don't leave a Hero behind Kaarke-vo mditional Shades vour 


neen mnonmeens meta 


attack groups. The Shades offer a 
unique attack that should be used wisely. 
First, they have a greater line of sight than your normal units, so it's wise to lead with a Shade 
to spot enemy units quickly. The enemy units can't see the Shades and won't auto-attack 
them. This permits safe reconnaissance of the upcoming areas. Secondly, the Shade's attack— 
although powerful— can be used only once. 
After the assault, the Shade vanishes 
permanently. 

The Shade is most effective against 
mythological units and will kill foes in a 
single attack. Use the Shades sparingly, 
allowing your Heroes to fight most battles 
unless you re overwhelmed and need the 
added firepower. Put your Shades in their 
own attack group and use them sparingly in 
battle (see Figure 7.2). When you need a 
Shade attack, select one at a time and 
destroy a worthy target. 

Continue following the rocky path 
around to the north. You'll gain a couple 
more Shades in nearby ruins. Continue 


D oe ‚ north and engage the group of Wadjet. 
gure 4. se onades wisety: their powerful attack can get 
ENE IT Your Heroes should be able to handle the 
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group easily so save your Shades for now. Break down the iron gate behind the Wadjets and 
tackle the enemy Manticore waiting on the other side. Keep your Toxotes safely at maximum 
range should they engage in the battle. Just beyond the gate is the River Styx. You can't use a 
ferry here so turn east and continue down the path. Lead with a Shade for maximum line of 
sight. 

Just east a group of Medusa Matriarchs are gathered within a fiery circle. You cant attack 
these enemies at close range but can use Chiron, who possesses a greater range than the 
Medusae. Scout the area with a Shade, particularly south of the circle where you'll discover 
another Shade within some ruins. Add the new Shade to your group as Chiron eliminates the 
remaining Medusae. 

The path forks slightly after the Medusae. The northern fork ends with Minotaur guards 
‚in front of an iron gate; the southern fork also ends with Minotaur guarding a gate but there 
are also a couple Shades nearby. Explore the southern fork with a Shade to acquire more of 
the undead units. Add them to your grouping. Kill the Minotaur with your Heroes and use a 
Shade if necessary. Bust through either fence and approach the relic just to the east. Grab the 
relic with any Hero. A new Shade appears in the ruins and grants the god power of Bronze as 
a reward. 

Scout with a Shade east from the relic and discover a Temple 
of the Gods at the center of a circular pathway. A large group of 
Cyclops and Cyclops Elders patrol the circular path. Although 
it's possible to defeat the Cyclops with your Heroes and several 
Shades, it's best to time your advance to the east when the largest 
group of Cyclops is furthest away from your position. Wait until 
the Cyclops round the path toward the north and move your Heroes east. Attack the smaller 
group of Cyclops, which your Heroes can handle easily. Break down the gate and continue 
onward. Remember that the Cyclops cantt see the Shades! 

Several Mummies guard this path just south of the second relic. Eliminate the Mummies 
with your Heroes or use Shades to assist. Keep your human units safely away from the 
Mummies. Explore an alcove south of the Mummzies for another Shade. Break down the iron 
gate to the north. Cross the path over the River Styx to locate the second relic. Grab the 
second relic to receive a Restoration god power. Beware of 
Crocodiles of Set emerging from the River Styx! Search west of eener 
the relic for another Shade. | Another Shade can be 

Continue north along the narrow path until you reach the || found on the northern 
edge of the River Styx. Charon will ferry you across the river Ag ie cyclops” 
and warns of creatures beneath the waves (a Kraken is revealed \ ee 
on the mini-map). Charon is a Shade that can be added to your 
party and the ferry has an attack, which can be used against the Kraken. 

Board the ferry and proceed south along the river. As you near the Kraken, more ferries 
appear to help defend your vessel against the Kraken. Retreat your transport away from the 
Kraken and use the other ferries to eliminate the beasts. After eliminating the Kraken, disem- 
bark your troops at the shore marked by the blue flags. Head northwest to locate a pen 
containing some friendly Centaurs. Destroy the gate enclosing the units. Add the Centaurs 


to your groupings. 
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Ï Search the path 
southeast from the 


first relíc to uncover 
i another Shade. 


| 


Head west into the smoldering ruins. As you enter, Hades invokes the Plague of Serpents 
god power. Use your Heroes to eliminate the serpents and the Wadjet just before the fence. 
Break down the fence and continue north. Lead with 


your Heroes and engage remaining serpents and Wadsjets. 


Search west ofthe first fence _M Follow the path through the town around to the north—the 
in the smoldering town to final relic is found here inside a circular formation of pillars. 


discover another Shade 
hidden in an alcove. 


(see Figure 7.3). 


Groups of Wadjet and Medusae protect the relic. Eliminate 
these enemies with the help of Shades. Grab the relic and 
gain another god power— Zeus grants a Lightning Storm 


<> New Objective: Bring the three relics to the Temple complex. 


Scout with a Shade to the west. Follow the narrow path toward the complex. Take the first 
path to the north to uncover a Minotaur guarding more Shades. Eliminate the Minotaur 
with a Shade or your Heroes and then add the rescued Shades to your group. 


You'll enter a wide clearing with rotted trees, wolves, and ruins scattered throughout. 
Stay away from the trees— Hades invokes the Forest Fire god power on them. Search alcoves 
to the northwest, west, and southeast for additional Shades. Use your Heroes to attack the 


Right eltokto attack this Colossus 


Figure 7.3 Gain god powers from recovering relics and more Shades by 
searching alcoves and alternate routes. 
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wolves and any present mytho- 
logical units. 

Proceed west through the 
burning forest. Take the first 
southern path and battle the 
series of Minotaur, Cyclops, 
and Hydra guards with your 
Heroes and Shades. Don't 
forget about your god powers! 
Break down the western fence 
that encloses the Temple 
complex. Approach the 
Temple complex with all 
three relies to complete the 
mission in victory. 


The Lost Belie 


Initial Objective 


<> Defend against attacks from the three canyons long enough for your villagers to dig out 
the artifact. 


Map Dighlights 


Ámanra's village occupies the bulk of the map. Your Heroes—Arkantos, Ajax, and Chiron— 
begin in the center of the map with several Hoplites, Toxotes, and Slingers at their disposal. 
‚Three walls, guarding Amanra's village from the followers of Set, lie to the north within three 

separate valleys. There are several resource areas within the village. Food gathering (Mmmm. 
Zebras!) can be found to the east; a gold mine lies near the village’s center; and wood is being 
gathered to the west. You are unable to produce more laborers (villagers) during the course of 
the mission, so they must be put to good use. Locate the mission objective—the excavation— 

just south of the gold mine. 


Battle Plans 


Because you can't produce more laborers (Egyptian villagers) during the course of the 
mission, you must decide wisely how best to utilize the ones you have. You must balance 

the usual tasks—resource gathering and village defense — with excavating the relic. The 
mission ends as soon as you excavate the relic. The more laborers you assign to the excavation, 
the faster the process will go. 

‘This is your first defense-focused mission. You won't need to concentrate heavily on 
gathering food 1f you plan to bunker yourself in by building walls (which require gold) and 
Towers (which require gold and wood) within the three entrances to your base. The enemy's 
advance will be strong, however. It would be unwise to forgo food gathering completely, 
because you'll need to produce rein- 
forcement units. Concentrate initially 
on wood and gold. Then, once 
defenses have been erected, shift to 
food so you can create ground troops 


Instead of simply erecting more Towers, consider 
adding new layers to your walls. Adding more walls 
(at the expense of gold) forces the enemy to knock 


to counter any enemy attacks that slip {__down a segment of each one before they can advance. 
through your fortifications. 4 _Lhís slows them down and also alerts you to their presence, 

Ás the mission progresses, the | _enablíng you to mount a counterattack. Keep replacing destroyed 
enemy’s kben tronger. \ walls and add multiple layers of walls! 
Therefore, it's important to complete 
the mission as soon as you possibly 
can. To do so, order every available villager to excavate the relic. After setting up a strong 
defense (as described throughout this mission walkthrough), shift villagers to the dig. 
Monitor your villagers carefully and send any who are idle to the relic. Use excess food 


supplies to produce more villagers to excavate the relic. 
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Immediately divide your Toxotes and Slingers into three groups and position them along 
the three walls to aid in initial defense. Fhe enemy begins attacking with infantry, which your 
Slingers and Toxotes can handle easily. After approximately 10 minutes, however, the enemy 
attacks with Slingers and Catapults, which stand well out of range of your archers. You also 
can move a laborer up to each wall and erect additional Towers, but those will soon fall to the 
Catapults, which remain out of range. If you plan on building Towers, keep a few ground 
units nearby to counter the Catapult. You might also want to use laborers to repair damaged 
Towers. Should any wall fall, quickly maneuver your Axemen and Slingers to intercept 
invaders, then bolster their defense. 

You begin the mission with two god powers, which you'll almost certainly need to use 
during the mission to win. Plague of Serpents summons a group of serpents to help defend an 
area from attack. The serpents won't pursue enemies but will remain until killed. Prosperity 
doubles the rate of gold collection—alas, for 
a short period of time. Use it at any point 
during the mission to add additional gold to 
your coffers. Maximize its effectiveness by 
sending most of your laborers to mine gold 
before you invoke the god power. Be sure to 
research Pick Axe at the Mining Camp to 
increase gold-gathering rate. 

You also could advance into the valleys 
toward the followers of Set and build walls 
to throw multiple blocks in their paths. fo 
further complicate theïr advancement 
toward Amanra's village (see Figure 7.4), 
fortify the area with additional Towers. 

Should your defenses fail, you're going 
to need some additional ground units. Shift 
Figure 7.4 Crowd the valley paths with walls and Towers to laborers to food gathering. Build a couple ot 
slow the enemy advance. Barracks and an Armory and upgrade your 

Axemen and Slingers. (Build more if neces- 
sary.) Slingers are generally more useful because they can stay behind the walls. However, you 
may need some Axemen to attack the siege weapons, especially if the Heroes fall. 

You also should build a‘“Femple, which can produce the Egyptian Priest unit used to heal 
wounded soldiers. Fhis Priest also creates obelisks, each of which enhances line of sight in its 
area. Use Priests to build obelisks at all three valley entrances to monitor incoming units. You 
also can build Egyptian monuments, which are used to gain favor with the gods—favor that 
can be spent on mythological units and upgrades. Anubites are extremely effective mytholog- 
ical units against the attackers. 

Amanra's village also contains a Market, which could be used in a pinch to purchase food 
or wood, or to sell either resource for more gold. For instance, use the Market should you 
need a quick infusion of gold to fund more walls or Towers. 
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If it becomes necessary, thorough exploration 
reveals some additional food sources and gold mines en 
in the area. You'll discover crocodile, crowned crane, acquire the Flood of the Nile 
and more zebras in the southern corner of the map. upgrade. This causes the Níle River 
Another gold mine can be found to the far west, near Ei gie free food, which slowly 
another food source—a couple of giraffes. enearkekbdan 

Once you're comfortable with your defense, move 
laborers off of resource gathering and put them on 
excavation duty. Defend the town from attack and excavate the relic to complete the mission. 

Even if the enemies breach one of the walls, you can still make a stand near the 
excavation. Often, you can just finish the excavation even if your town is filled with enemy 

_ Spearmen. This scenario also adds quite a bit more troops on the harder levels, including 
plenty of siege weapons and Scarabs. Some attacks are triggered by time, and others by the 
percentage complete on the excavation, so just digging as fast as you can doesn't help—you 
still must deal with those enemy attackers! The mission ends in failure if all laborers die or the 
excavation is destroyed. 


Light Sleeper 


Initial Objective 
<> Kill the guards watching over the villagers mining gold. 


Map highlights 


You begin in the northern corner of the map, where you lack the military power to tackle 
Kemsyt's defenses. The Guardian lies southeast of your position but you cant travel directly 
there. Instead, explore toward the southwest, where a friendly people, the Sepa, have been 
enslaved by Kemsyt. To receive the assistance you need to escort the Sword Bearer to the 
Guardian, you must assist the Sepa. 


Battle Plans 
The mission begins with little hope: You must escort the Sword Bearer to the Guardian, posi- 
tioned southeast of you. To reach the Guardian, however, you must pass through hostile terri- 
tory under the thrall of Kemsyt. You'll need help if you are to succeed in your mission. Your 
Heroes—ArkantosAjax, Chiron, and Amanra-—-begin with Chariot Archers and Slingers. 
Amanra states that a nearby oasis village is loyal to Set. Within the settlement, however, 
are local laborers who were enslaved to mine gold for Kemsyt. Perhaps you can assist the 
enslaved laborers and hope they repay your generosity with assistance in toppling Kemsyt. 
Head west to discover the mining operation guarded by many enemy Spearmen, Slingers, 
and Anubites. 
Attack the Spearmen with your Chariot Archers and Slingers. Use your Heroes to assault 
the enemy Slingers and Anubites. You can position the Chariot Archers and Slingers on top 
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of the eastern hill overlooking the mining operation. 1 his keeps them safe from counterat- 
tack but within range to inflict some heavy damage. After defeating the enemies, the Sepa 
take control of the mining operation and offer you their laborers (see Figure 7.5). 


<2 New Objective: Bring at least five villagers safely to their Town Center. 


Figure 7.5 Liberate the Sepa and they’ll help build an 
economy and town. 


Proceed south from the mining operation 
along the path flanked by the obelisks. Lead 
with your Heroes and follow closely with 
remaining Chariot Archer and Slingers. 
Keep the Sepa laborers and the Sword 
Bearer safely in the rear. You'll enter a 
winding path through Temples and ruins. 
À relic hes on the path; grab the relic with 
one of your Heroes. Keep vour human units 
and Sword Bearer far in the rear— 
Mummies appear along this path! Defeat 
them with your Heroes. 

Continue to the west and still keep all 
units other than Heroes out of the path. 
The god power Plague of Serpents is 
invoked on the path. Your Heroes will have 
hetle trouble combating the serpents but 
your laborers, Slingers, and Chariot Archers 
are vulnerable. Retreat any units other than 


Heroes back out of the path—the serpents wont follow. Eliminate all serpents then continue 
southwest out of the path. Beware of the crocodiles wading in the shallow water! 

Escort the Sepa laborers to the southeast and into the village. Approach the Town Center 
with the taborers to receive your tribute reward and help from the Sepa people. The village 
comes under your control and a new objective appears. 


<> New Objective: Bring the Sword Bearers to the Guardian before Kemsyt's army reaches it. 


This mission does have a time constraint: Kemsyt’s army marches along the bottom and left 
side of the map, destroying Sepa villages in its wake. If you dont get to the Guardian quickly, 
Kemsyt will make it through all of the Sepa villages and engage your new base. Along with 
their assistance and Town Center, the Sepa also offer a sizable tribute of food, wood, and 
gold. The sleeping Guardian is revealed on the mini-map to the east. The defenses are great, 
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Since you are a faithful worshipper of the 
Egyptian god Ra, it's possible to produce Priests 
at the temple and empower other buildings. 
Produce several Priests and empower other 
resource centers and your Barracks. Priests also can heal 
wounded units, so ít's wise to keep them near your 
detensive armies to mend wounds between battles. 
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however. It would be wise to construct siege 
weaponry to tackle the Towers while your 
ground units oecupy other enemy units. 
Time is of the essence! Hurry and assess 
your base structures and available resources. 
Scan your new village and immediately 
begin collecting resources. Start with the 
crowned cranes around the Town Center, 


De 


then move some laborers on to the farms to the northwest. Other food sources can be found 
to the far west, including gazelle and giraffe. Locate gold mines to the cast and southeast and 
nearby clumps of trees to the south, where you can begin wood collection. You can also fish 
the river north of the village. 

Use initial food to train additional laborers to and divide them among food and gold to 
increase your collection rate of resources. You have plenty of wood at the beginning of the 
mission so concentrate first on food and gold collection. You already have a Temple, so train a 
couple Priests and use them to empower the resource camps. 

The Sepa village also includes the Pharaoh, a unique Egyptian unit that can empower 
structures and cause them to work faster. For instance, if the Pharaoh empowers a Granary, 
the surrounding farmers complete their work more quickly. Use the Pharaoh to empower a 


_ building, depending on your resource needs. Ra also provides the Archaic Age god power 


Rain, which increases farm-gathering rates for a short period of time. Once all farms are 
occupied by farmers, invoke Rain to gain food quickly so you can advance to the Classical 
Age as fast as possible. You could also save Rain for the Classical Age after you ve researched 
Plow— Rain will have an even greater effect then. At any rate, advance to the Classical Age at 
the earliest opportunity. 

Upon advancement, your worshippers must choose between the Minor Gods Bast and 
Ptah. Bast offers the Eclipse god power, which boosts mythological speed and attack for a 
short period of time. Bast also provides several resource-gathering upgrades and the Sphinx 
mythological unit. Ptah provides the Shifting Sands god power, which can be used to teleport 
friendly or enemy units to another location—a trick particularly useful in removing some 
enemy units from a battle. Ptah also offers various military upgrades and the Wadjet mytho- 
logical unit, a magical cobra that spits venom. In this walkthrough we chose Bast, for the 
Eclipse power to boost mythological units and the resource improvements. 

After advancing, build a Barracks and Armory. 
Forufy your army with Spearmen and Axemen, and 
acquire their respective upgrades. Train Sphinx at the 
Temple if you worshipped Bast. Continue to build 
Monuments to gain favor even faster. Research Plow 
then Bast's Sacred Cats at the Egyptian Granary and 
invoke Rain if you haven't already done so. Research 
Hunting Dogs before hunting the giraffe and gazelle 
to the east. 

Once an Armory is built (speed its construction with the help of an empowering 
Pharaoh) and you meet the necessary food and gold requirements, advance to the Heroic 
Age. You can choose to worship Hathor, who provides the Locust Swarm god power (which 
destroys enemy farms), a flying transport, upgrades to buildings and mercenaries, and the 
Petsuchos mythological unit. Or you could choose Sekhmet, who provides the citadel god 
power (which turns a Town Center into a defensive citadel), the mythological Scarab siege 
unit, and other upgrades to siege, Chariot Archers, and Slingers. We chose Sekhmet for the 
Scarab siege unit (see Figure 7.6) and the upgrades to Chariot Archers and siege weapons. 
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Kemsyt does send forces from the 
southeastern side of your base. 
Position your Heroes here to 
defend against these attacks. It's 
also wise to erect several Towers here 
to bolster defense. 


ern 
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| eN ë SS Archers, Camelry, and Elephants). Build 


3 en the Migdol Stronghold facing Kemsyt's 


Tt Upon reaching the Heroic Age, build a 
8 Siege Works (to produce Siege Towers) and 
a Migdol Stronghold (to produce Chariot 


terrain so the huge structure can serve as a 
defensive Tower. Add Towers here to 
because Kemsyt increases his attacks. 
Research Irrigation to improve farming and 
start shifting laborers off of gold and on to 
wood to fund creation of Chariot Archers 
and siege weapons. If you plan to advance to 
the Mythic Age or wish to trade resources, 
build a Market. Don't forget to upgrade 
your units at the Barracks and Armory as 


Figure 7.6 Siege weaponry plays an íntegral role in necessary. 
the assault on Kemsyt's base. Worship Sekhmet for the Train a total of five siege units; use 
Scarab unit. Catapults if you advanced to the Mythic 


Age. You'll need the siege weapons to bust 
down the gate, Towers, and Migdol Stronghold's protecting Kemsyt's eastern base. Support 
these units with Chariot Archers and Camelry (upgrade each at the Migdol Stronghold and 
Armory) and a mixture of mythological units, such as Bast's Sphinx. Advance the siege 

EEN weapons east toward Kemsyt's gate (assault 
meene the lower gate, south ofthe hill). Guard your 
m he followers of Set can convert and control Siege had carefully LR SOES 
# animals! Kemsyt will send converted hippos, | tack. Topple nearby Towers before advancing 
B) hyenas, and other beasts into your base along with We toward the Guardian. 
other military units! Don’t think you were just given | Â Migdol Stron ghold protects the area 


extra free food. Defend yourself against these hostile just west of the Guardian statue. Crumble 


\ creatures! : n 
Nn this SUFUCEUTE with your SIEgE weaponrv. 


TT een Counter the enemy’s Chariot Archers with 
your Camelry and its mythological units 

with your Heroes and own myth units (use Eclipse before entering the base). Kemsyt's other 
military structures are found north of the Guardian. You can send the siege weapons up there 
or just intercept any newly trained units near the statue. Make sure your military structures 
back in the Sepa village are still traming units. Set their gather points inside Kemsyt's base so 
these new units can reinforce your attack quickly. 

Attack the gate enclosing the Guardian with your Catapults. Eliminate remaining units 
around the Guardian before sending in the Sword Bearers. When the Sword Bearers and 
Guardian meet, a new objective appears and the Guardian comes under your control. 


<> New Objective: Use the Guardian to destroy Kemsyt's army. 


The Guardian is basically invincible and can easily eliminate Kemsyt's approaching army, 
which consists mainly of mythological units and War Elephants. You can support the 
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Guardian with your own remaining military 
or just let the Guardian hack and slash his 
way through Kemsyt's inferior forces. Move 
some Priests close to the Guardian; the 
Egyptian unit can heal the Guardian once 
you've sustained damage. The mission ends 
in victory once Kemsyt's returning army has 


been destroyed by the Guardian. 


Eug of (Cat 


Initial Objective 


<> Recover the Osiris piece cart and move it into your city before the enemy gets it to 


their city. 
Map Dighlights 


Although your army (Heroes and a handful of troops) begins in the map's center, as does the 
Osiris piece cart, the cart is in enemy hands and your ability to produce more military units 
lies in the northern corner. A winding valley path separates that corner from the enemy s base 
in the south. Careful examination of the terrain reveals a shortcut. Ascend the hill dividing 
the path and hug the western edge of the map to shave time off your sprint to save the Osiris 
piece cart. 


Battle Plans 
Upon arrival, you don't have much time to survey the large northern base to discover its 
wealth of military structures. You have a near-unlimited supply of resources; dont bother 
concentrating, on your gatherers—they’ll collect plenty of food, wood, and gold to fund your 
reinforcements. This mission isn't about managing an economy, it's about cranking out a 
continuous stream of units and sending them straight to battle. 

Three Barracks can be found on the western side of the base, and a couple of Migdol 
Strongholds rest in the back of the base. You'll discover a Temple, with three adjacent relics, 
on the eastern side of the base. It’s possible to garrison these relics inside the Temple by using 
a nearby Pharaoh, which definitely should be done after queuing up your military units. 
Finally, you're carrying three god powers into this mission: Vision, Plague of Serpents, and 
Ancestors. 

Immediately group the infantry standing in front of the northern base and click on the 
mini-map south of the captured Osiris piece cart. Shift your focus to your ambushed Heroes 
and invoke the Ancestors god power to assist in the fight (and Plague of Serpents if you 
wish). After the battle, group the remaining troops and follow the Osiris piece cart toward 
the enemy base (see Figure 7.7) or start escorting the piece cart toward your own base if your 


god powers were successful. 
Tug of War 4 15) 


Isis’ monuments protect Kemsyt Ss base from 
god power attack. Therefore, worship Osiris 
ín the Mythic Age so you can use the Son of 
Osiris god power on your Pharaoh before 
venturing east. If you've saved Eclipse until thís point, 
invoke just before entering Kemsyt's base. 


Scouting the western and eastern sides of the 
j_ map reveals two additional relics. You could 
retrieve these with a Hero or Pharaoh and 
return them to the temple, but you mustn't 
break your concentration on creating military units and 


sending them to retrieve or guard the Osiris cart. 


back toward the northern base. Keep your unit 


The enemy will send rein- 
forcements—many, many 
reinforcements—to defend the 
cart. Expect to face squads of 
Camelry, Axemen, Spearmen, 
Slingers, and Chariot Archers. 
On harder difficulty levels, 
youre attacked more fero- 
ciously at the end, mmcluding 
some Anubite and Roc attacks 
(the air transport drops off 
some units). 

You need more units 
quickly. Return your focus to 
the northern base and cue up a 
mix of mnfantry, Slingers, but 
most importantly Camelry and 
Chariot Archers, using the 
Barracks and Migdol 
Strongholds. Set all of these 
structures’ gather points just 
south of the northern base so you don't have to 
escort groups of untts from the northern base 
to the cart. You also could upgrade all of these 
units, though this would burn valuable build 
tme (it's definitely advisable if youre in 
control of the cart at the time). Dont forget to 
select the Armory as well and research its 


upgrade. 


Once you reclaim the cart, begin moving it 


s grouped just behind the cart to intercept 


enemies as they arrive. Invoke the Plague of Serpents or Ancestors (if saved from the 
ambush) god power to further slow and damage enemy attackers. 


Periodically focus on the main base in the north and continue to produce military units to 


aid in the cart's defense. It's a fairly straightforward mission. Continue to produce units and 


Position your Heroes near the two cliffs flanking 
the path just south of your base. When the piece 
cart moves under these cliffs, Kemsyt invokes the 
Shifting Sands god power to teleport groups of 
Anubites onto thecliffs. The Anubites jump down with their 
leap attack and attempt to wrestle the cart from your control. 
Your Heroes can make quick work of these mythological units. 


hmscikd fn id ne en, asl _ gs net me penn te me: eN ze 
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send them to the front lines. You will 
suffer countless casualties at the hands of 
the enemy, but the Osiris piece cart is the 
only important element. Maneuver the 
piece cart back into the northern base to 
complete your mission in success. 


“Isis, ear Mu Piea” 


Initial Objectioc 
<> Destroy Gargarensis’ Migdol Stronghold. 


Map Dighlights 


You begin on the far eastern side of the map. You are without Arkantos, Ajax, and Chiron, 
who have been imprisoned by the enemy. Search the area west of your start position to 
discover Gargarensis’ Migdol Stronghold revealed on the mini-map. Monuments and struc- 

‚_tures built by the followers of Isis are scattered throughout the area. You can claim these to 
help gain favor. You also possess three citadels (fortified Town Centers) and a Town Center. 
Look on the northern side of town to discover an initial food source, pigs and monkeys, and a 
gold mine. The southwest corner contains more gold, near a second temple. 


Battle Plans 


Arkantos, Ajax, and Chiron have been captured and taken to an island prison. Your allies 
suggest a strong diversionary attack— destroying the Gargarensis Migdol Stronghold—that 
will force the enemy army to withdraw]. Amanra must create an alliance with a local village 
and form a strike team to combat the Migdol Stronghold. You ve been provided with a 
mighty mythological unit army— including Scarabs, Petsuchos, and Scorpion Men—to 
mount the assault on the Migdol Stronghold. On easy difficulty levels, this army would be 
enough to topple the defenses around the Migdol Stronghold. However, it's wise to add to 
this army, particularly with siege weapons to crumble Towers and structures quickly. 

Start assigning the laborers to various 
tasks. There are a couple gold mines to the 
southeast of your base; food sources, including 
pigs and baboons, can be found to the north; 
and a forest is located also to the south near 
the gold. Send Amanra to the southeast and 
northwest of the start position and convert all 
ally Monuments to your side. This will 
increase your rate of favor gain to fund more 
mythological units. 

You begin the mission in the Heroic Age with three god powers: Prosperity, which 
should be saved for when you've researched mining upgrades and have many laborers on a 
gold mine; Eclipse, which boosts the speed and attack of mythological units and should be 
used before the attack on Gargarensis, and Locust Swarm, which destroys enemy farms. 

Your Pharaoh appears soon after the mission begins. Order your Pharaoh to empower 
the Lumber Camp initially. This will quicken the collection of wood deposited to that site 
(see Figure 7.8). You'll want the wood to fund mythological technology upgrades, including 
Criosphinx to increase hit points and attack of Sphinxes, and Crocodopolis, to increase the 
range of the Petsuchos (both of these upgrades require wood and favor). The wood also funds 


Siege Towers. 
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lts possible to ignore the diversionary 
objective and just try to reach the prison 
without attacking Gargarensis. You'll face 
greater opposition, though, then if you 
had destroyed the Migdol Stronghold and forced 
Gargarensis’ army to retreat. 


En EN er ne a ek 


For food sources, use the pigs and 
baboons north of the start position. Once 
exhausted, search the northern area of the 
map for more animals—cranes, crocodiles, 
giraffe, and water buffalo—or begin 
farming around a Town Center or Granary. 

Train Siege Towers at the Siege Works 
and bolster your army with additional 
mythological units (Sphinx and Petsuchos). 
Gather enough wood to fund both of these 
units upgrades, which can be researched at 
the Temple. Assign the Scarabs and Siege 
Towers to their own group and use them 
solely against enemy Towers and structures. 
Support them with your mythological 


Figure 7.8 The Pharaohs empower ability increases a group army and Amanra. 


building's efficiency. If you need more laborers, empower the Ássault Gargarensis' base from its 
fown Center to train them faster. 


eastern entrance. You'll face light opposition 

around the entrance— nothing your mytho- 

logical army can't handle. Send in the Siege 
& Towers and Scarabs to topple the Towers 


You can save some gold by sending villagers to and Temple in this first area. 
the far northern section of the map. A farming 

FP _community controlled by the followers of Isis can 
be found here. Erect a Granary and begin plowing 
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Advance west toward Gargarensis’ 


Migdol Stronghold. Intercept attacking 


| unused farms. You'll have another food source, and you'll save human and myt hological re 
' the gold you would have paid to build each of those farms. (Gar Sarensis IS following Set so expect 
nnn C converted animals as well). Attack walls, 


gates, Towers, and buildings with the 

Scarabs (Isis graciously supplies more 
during the battle) and Siege Towers. Destroying the Migdol Stronghold forces Gargarensis 
and Kemsyt to retreat to defensive positions. A new objective appears. 


‘2 New Objective: Amanra must reach the Transport Ship. 


Organize your forces and retreat out of Gargarensis’ crumbling base. Head east back to your 
own base and allow time for your Priests to heal your battle-worn army. When finished, 
advance north then west along the northern area of the map. You'll encounter scattered 
enemy units. Defeat them with your mythological unit army. Break down the gate just east of 
the transport. Send Amanra west toward the ship. 
Battle a couple of converted animals, then board the 
transport en route to the prison (see Figure 7.9). 


There's a relic in front of Gargarensis’ 
Temple. Grab the relic with a Príest or 
Pharaoh and garríson the relic in your 
own Temple to gain its benefit. 
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<> New Objective: Send Amanra to 
the Abydos harbor to convert a 
navy. 
À new objective appears after Amanra ons merten bone 
boards the transport. You must venture 
to the Abydos harbor and gain a navy 
to assault the defenses around the 
offsite prison—the harbor s location 
appears on the mini-map. Maneuver 
Amanra's transport through the narrow 
creek and northeast into the Abydos 
harbor. A new objective appears as you 


near the docks and ships. 


Transport Ship. Takens y_& 
Transport uruts. Has go attack 


<2 New Objective: Use your navy to 


break Amanra into the prison. 


Figure 7.9 Amanra must use a transport ship to reach the 
The Abydos provide Ramming offsite prison. 


Galleys, War Barges, and a War Turtle 

to use against the prison defenses. Also, you can train more naval vessels at the Abydos docks 
(depending on available resources). Add more naval vessels to your group (a mixture of all 
three). Exhaust all current resources by training these vessels. When ready, advance toward 
the offsite prison. Keep Amanra's transport behind the fleet and out of harm's way. 

Attack prison Tower defenses with the War Barges; counter the enemy archer ships with 
the Ramming Galleys and War Turtle. Move Amanra's transport to the prison's shore. 
Unload the transport and attack the prison guards. Enter the prison and attack the stone 
walls enclosing the other Heroes to complete the mission with success. 


Let's Go 


Initial Objective 


ZP Survive until Setna'’s transports arrive from the southwest. 


Map Dightights 


You begin this mission where the last one ended—at the offsite prison. You've rescued your 
Heroes and a handful of other warriors, and must make your way to the mainland in an effort 
to locate an Osiris piece cart. À friendly village —the Abydos Resistance—can be found 
across the bay to the southwest, while enemy-controlled territory hies directly south. 


Battle Plans 


Gather your troops and position them on the southeastern edge of the island. Note that 
across the bay several friendly Kebenit, and transports are on their way. You also keep the War 
‘Turtle from the previous scenario. As the Kebenit and transports close in on the prison, an 
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enemy transport arrives and drops oft a squad of Spearmen. Assault the Spearmen with your 
Heroes, Avengers, and other troops. When the friendly transports arrive, a new objective 
appears. By the time you finish off the first Spearmen squad, another may have arrived. 
Defeat them as necessary. 


<> New Objective: Use the transports to move your troops to the flag in the allied purple 
town to the southwest. 


Board the friendly transports and follow the Kebenit and War Turtle escort to the south- 
western shore to discover a friendly town controlled by the Abydos Resistance. Kamos’ pirate 
ships may follow your fleet; assault any pursuers with the Kebenits and War Turtle. Your units 
must disembark and approach the Town Center to receive a tribute of resources from the 
townspeople (see Figure 7.10). The Abydos Resistance offer thetr support to recover the 
Osiris piece from Kemsyt, located on an adjacent island to the south. 


<> New Objective: Capture the Osiris 
piece cart and move it outside the city's 
south gate. 


nn 
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‘There are two enemies on the map: Kamos 
pirates are located just north of your new 
village and attack primarily with a naval 
fleet and Kemsyt's island stronghold to the 
south, which sticks with defensive 1n order 
to protect the Osiris piece from capture. 
Kemsyt moves the piece around the city to 
keep it safe (countdowns appear on the 


Rd ie hk m Bd bd he k kt screen). 
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Figure 2.10 Approach the Abydos Resistance to receive 
tribute and a new area to settle, gather resources, and build 


an army. 


EN 


You begin the mission in the Classical 
Age and need to begin resource collection, 
particularly wood, if you are to challenge 
Kamos’ navy. You should deal with Kamos’ 
first to end his naval attacks. To do so, you 
must destroy the Lighthouse marked on the 
mini-map near the northern corner. 

Only a few laborers are at your disposal. Spend current food resources on training more 
laborers. Send them to chop wood near the Lumber Camp northwest of the Town Center 
(empower the Lumber Camp with the Pharaoh). Research Husbandry before processing the 
numerous goats surrounding the Granary south of town. 
Once all laborers are trained and chopping wood, check 
the goats and make sure they've neared their maxumum 
fattening level of 300. 


There's a relic hidden in the 
shallow water just north of your 


new town. Use a Hero to grab the 
Reenen Kemsyt sends small squads of human and mytholog- 


to gain its benefit. ical units beginning early in the mission (after about half 
we en dd of those laborers have been trained). Defend the 
northern edge of your base with vour current army; 
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attack enemy mythological units with your Heroes. Lure the enemies near your defensive 
Towers and Town Center so these structures can aid in the attack. 

Once the laborers have been trained, shift six to seven of them off of wood collection and 
on to processing the goats at the southern Granary. Process one goat at a time to give extra 
time for the others to fatten completely. You can also research Flood of the Nile at the 
Granary, which provides a slow trickle of food for the rest of the mission. Shift another five 
laborers off of wood collection and start mining gold at the pit east of town. Start researching 
resource improvements (Isis also provides the Prosperity god power to increase gold gath- 
ering rates for a short period of time). 

As food becomes available, start constructing Monuments so you can fund mythological 
units later in the mission. Build an Armory to meet the requirement to advance to the Heroic 
Age. Advance to the Heroic Age at the earliest opportunity. Consider worshiping Nephthys 
for the Ancestors god power (an offensive tool or a last-resort defensive measure) and the 
Scorpion Man mythological unit. 

You likely have plenty of wood by this point so shift more laborers to gold mining. Take 
the Pharaoh off of the Lumber Camp and empower the Mining Camp instead. Build a 
second dock during the advancement to Heroic 
Age. Once you advance, start building a naval 
fleet, including six to eight War Barges. Also 
construct several Ramming Galleys to defend the 
siege ships against Kamos' archer ships. 

Start building Houses as you need them and 
train Scorpion Men (the excess wood comes in 
handy here). Also train Anubites and research the 
Feet of the Jackal upgrade. When your ships are ready, bombard the Lighthouse on the 
northern side of the map. When the Lighthouse falls, Kamos’ ships won't be able to see the 
reefs offshore. You no longer have to worry about Kamos’ pirate ships. 

Now that youre in the Heroic Age, build a Market (for trading resources and as a prereq- 
uisite for advancement to the Mythic Age); a Siege Works to produce Siege Lowers and, 
eventually, Catapults in the Mythic Age; and a Migdol Stronghold (see Figure 7.11) to 
produce Chariot Archers, Camelry, and War Elephants. 

‘Take particular care in placing the Migdol Stronghold. Because the structure also serves 
as a large defensive Tower, place the building facing the northern entrance of your base. 

Research Burning Oil at a Tower so the Migdol Stronghold's defenses can inflict close-range 
damage. The added defense along your northern border helps fend of Kemsyt's attacks while 
you bolster your mythological unit army and advance to the Mythic Age. When you advance 
to the Mythic Age, choose to worship Thoth. You'll receive the devastating Meteor god 
power, which can be used to pummel the Kamos' structures or help weaken the defenses 
protecting the Osiris piece. 

[t's worth dealing with Kamos’ base because he hordes several relics, which can greatly 
benefit your attack on the southern island and recovery of the Osiris piece. Train some siege 
weaponry (Siege Towers or Catapults) to deal with Kamos’ Town Center and Barracks. 

Combat any human or mythological defenders with your own Heroes and army. 
Let's Go KK 157 
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There's another, very important, food 
source you should exploíit after toppling 
the Lighthouse: perch schools. Build 
fishing ships at the dock and assign 
each ship to its own endless school of perch. 


Tan. 
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Now it's time to recover 
the Osiris piece, which has 
probably been moved to the 
furthest possible place — near 
the Wonder on the south- 
eastern side of the map. 
Upgrade your War Barges to 
Royal War Barges and research 
the Naval Oxybeles to increase 
their range. Reinforce your 
ground forces with several 
Catapults (research Draft 
Horses and Engineers at vour 
Siege Works). Board transport 
ships with your Heroes, 
mythological units, and siege 
weapons. Send the entire fleet 
just north of the Wonder 


Figure 7.11 The Migdol Stronghold also serves as an effective defense where an enemy Tower guards 
against incoming enemy units. Don't forget to research Burning Oil! a small narrow inlet. 
Topple walls with the 


Catapults and War Barges and defend against enemy units with your own army. After 
crushing the walls, proceed east into the stronghold. Avoid the Migdol Strongholds (though 
your Catapults can make short work of them). Head south toward the läárge Wonder—vyou'll 
find the Osiris piece cart just in front. Approach the 
cart to capture it. 

Select the Catapults and bombard the wall to 
the west. Danger lurks on the other side so be 
prepared to defend your siege weapons against 
attack! Just west beyond the crumbled wall is a 
collection of defensive structures, including Towers 
and Migdol Strongholds. If you chose to worship 
Thoth, unleash Meteor on these buildings and follow up with siege attack. Invoke Eclipse Gif 
you haven't already) to boost your mythological unit attack and eliminate all nearby units. 

Guide the Osiris piece cart around to the south. Crumble the gate impeding access to the 


southern edge of the map. Once the gate is down, move the cart to the marked flag to 
complete the mission. 


After demolishing Kamos’ town and its 
defenders, make it easier to recover the 
| _relics by erecting a Temple where Kamos’ 
id Y _townusedtobe. Use Heroes to garrison 
\ the relics in the Temple. 
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Good Advice 


Initial Objective 
<> Follow Kastor. 


Map highlights 


Your dreamland begins on the western side of the map. Kastor is there and will lead you 
toward your first tasks. The second stage of the mission begins on the far eastern side of the 
map. Athena third task takes you back to the Underworld. 


Battle Plans 


At the beginning of the mission, you control only Arkantos. Although your Hero sleeps in 
Amanra's camp, this mission takes place in Arkantos' dream. Kastor, Arkantos’ son, heads 
northeast toward the temple. Follow Kastor. Ignore the relic for now and continue to follow 
Kastor to the Temple beyond. Speak with Kastor when he stops. A new objective appears. 


<> New Objective: Garrison the relic into the Temple and defend the Temple. 


Return to the relic you passed a moment ago. To have Arkantos capture the relic, click on the 
relic with Arkantos selected. Two Cyclops appear on either side of the relic. Defeat them with 
Arkantos (Zeus will invoke Restoration should Arkantos need healing). Garrison the relic in 
the Temple. 

More Cyclops appear around the temple after Arkantos garrisons the relic. These new 
Cyclops start pummeling the structure. You'll also spot Gargarensis with the Cyclops! Attack 
the Cyclops group immediately. Zeus won't abandon you in this tire of need—the statues 
surrounding the Temple anirnate and 
fire lightning attacks at the Cyclops 
(see Figure 7.12). Zeus also invokes 
Restoration again if Arkantos requires 
healing. Eliminate all of the Cyclops 
(allow the lightning to do most of the 


work). 


<> New Objective: Defeat the 
guardians of the Shrine just ahead. 


Continue northeast, to the shrine 
beyond the temple. Five Chimeras DE _ nn. 
guard the shrine. Assault them. When Foe Mme 
you do, Arkantos’ friends, the other a> ; 
Heroes (Chiron, Amanra, and Ajax) 
appear out of thin air to assist in the 
battle. Eliminate the Chimeras and 
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approach the shrine. Athena appears, 
with another task for you to complete. 


Figure 7.12 Have faith that Zeus will help you defend the 


Temple. 
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<> New Objective: Destroy the large boulder to escape the Underworld. 


Athena transports both you and Kastor to the Underworld (you are stll in Arkantos’ dream) 
and sets you to another task: Escape the Underworld by destroying the landslide to the north. 
Fortunately, a large, friendly army of Infantry, archers, cavalry, Priests, and siege weaponry can 
assist vou. You also have the use of Shades of Hades, which can kill enemy mythologrcal units 
in a single blow. Use the Shades sparingly! 

Send Arkantos and Kastor toward the boulder wall. Organize the friendly army into 
various attack groups. Set the siege weapons to their own grouping so you can use them 
to attack the boulder wall while your ground troops 
attack the wall's defenders. Hydra and Avengers guard 
the wall. You'll also encounter the Anubite T'heris 

Bett fwmthekdenemmeiportten wait at the wall. He's the Anubite Arkantos killed in a 
Atssien'Snd WEER OUDE WErs dream in Age of Mythology's introductory cinematic. 
eliminate one of the boulder walls defenders. | Assault the various mythological creatures. 
Spread out your attacks; if you concentrate all vour 
army on one creature, many might not be able to get 
into the battle because your units may be too closely packed together. Advance the siege 
weapons and begin pummeling the landslide. 

Don't let your guard down after eliminating this batch of enemies. More will appear, 
including Scorpion Men and more Hydra. Use remaining Shades of Hades against the 
second wave of mythological units. Zeus sends his aid once again by invoking a Lightning 
Storm god power. Defend your siege weaponry from the mythological units, and keep the 
siege attack focused on the landslide. Once the boulders crumble and the passage opens, 
escort Arkantos through to begin the next stage of the mission. df 


} Youre provided with a single god 
power in the dream — Zeus’ Bolt. Save 


<p New Objective: Safely transport Arkantos and Kastor to the beach marked with 
white flags. 


Kastor and Arkantos begin in the southern part of the map, ashore of several transports and 
Iriremes. Your destination lies just to the north, at the white flags. Upon reaching town, 
search the area west and northwest of town for additional food, wood, and gold sources. The 
enemy, and their Wonder, can be found to the northeast, where they cover that side of the 
map, well protected by guard Towers. 

You should immediately notice a “twist” in this dream sequence. For starters, Arkantos 
ts wearing red clothing instead of his traditional blue. Careful examination reveals that 
you're red (usually reserved for the enemy’s color) on the mini-map as well. Check out the 
transports and note that Gargarensis and Kamos are among the passengers. And Black Sail 
ships are escorting your transports! Something 

There are literally dozens of relics all over IE is afoot 
this map. Grabbing them all can really / Maneuver Arkantos and Kastor toward the 
super-charge Arkantos’ army. Build transports and board the vessels. (The others 
multiple Temples to house them all. Check contain mythological units such as Hvdra, 
HE SOrERE before boarding the transports. Take a Manticores, Cyclops, and Avengers. One transport 
he houses villagers.) Group your pirate ships and 
transports separately. 
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Advance your pirate ships toward the northern beach first—a large enemy fleet guards 
the shoreline. Just when it looks like you won't survive, Kraken appear from the western 
waters and sink the enemy ships. Send your transports to the shore and order all units to 
disembark. After you reach the white flags, a new objective appears. 


<> New Objective: Train an army and destroy the enemy wonder. 


You're under attack immediately—a trio of enemy Siege Towers bombards your new Town 
Center. Send your mythological units and Arkantos to intercept the threat. Eliminate all 
three Siege Towers. After 
the battle, position your 
mythological units and 
‚ Arkantos north of your 
Town Center to protect 
against new attacks (see 
Figure 7.13). Start food 
collection, using the goats 
west of your Town Center. 
Use the incoming food to 
continually produce 
villagers, and order them 
to collect food as well. 
Build a Temple so you 
can deposit the relies 
found around the map. 
Youre already in Classical 
Age. Build a Granary and 
research Husbandry to sl 
quicken the fattening rate Figure 7.13 Prepare to intercept enemy attacks with your large group of 
of your herd of goats. Start Mythological uníts. 
mining the gold just 
northwest of town. Place a storehouse nearby to serve as deposits for gold and for the nearby 
wood. Queue up 14 villagers at the Town Center. Send eight to mine gold and the rest to 
chop the nearby wood. 
Build a Military Academy, Archery Range, Stable, and Armory. Train Hoplites to 
counter the enemy's predominant unit, cavalry (though your mythological unit army alone is 
very formidable). If you wish to explore the sea, wait until the Heroic Age. Although you 
could mass Triremes, the enemy possesses > 
Juggernaut siege ships and Pentekonter en | 
hammer ships, both of which can make 
short work of a group of Triremes. If you 
possess enough wood, it's also possible to 
fish the perch schools near your dock for 
additional food. Hunt the bears, boars, and 
deer near your town before processing the 


Scout around your new town to discover more 
resources. The northwest corner contains an 
unclaimed settlement surrounded by bear, 
boar, and deer. There's also a gold mine just 
east of the settlement. More goats can be found north 
of your town. Don’t forget to hunt for relics! 
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goats. Research Hunting Dogs after Husbandry to increase hunting gathering rate. Begin 
farming once all food sources sources are depleted. 

Advance to the Heroic Age and choose between Aphrodite and Apollo. Aphrodite bene- 
fits villagers and can invoke the Curse god power to turn a group of enemy units into pigs. 
Apollo offers the Underground Passage, which you can use to transport troops quickly to 
enemy territory. Apollo also can turn your Temple into a source of healing. If you worship 
Aphrodite, research Divine Blood to increase villager gathering rates and speed and Golden 
Apples to increase favor rate. 

After Age-advancement, erect a Fortress on the northeast side of your town to further 
protect against attacks. When the Fortress is finished, produce three to four Petroboli. Once 
in the Heroic Age, you can add siege and hammer ships to your naval fleet if you wish (see 
Figure 7.14). You can use your fleet to clear enemy ships and guard ‘Towers near shore, but it's 
a difficult task—the Towers 
can rip through your vessels 
quickly. Build a Market to 
meet the requirements for 
advancement to the Mythic 
Age. Arkantos is worshipping 
Hades. After reaching the 
Mythic Age, train all Greek 
Heroes and Hades’ unique 
archer unit, Gastraphetes, 
which are effective against 
infantryand buildings. 

Begin advancing north- 
cast, toward the enemy town. 
Use your Petroboli against the 
enemy Towers, defending your 
siege units with mythological 
units, Greek Heroes, and any 
Î e_S other units you've produced. 
Figure 7.14 You can produce a sizable navy to combat the enemy'’s ships After toppling the Towers, 
and Towers, but it might not be the wisest use of resources. bombard the Fortress just 

north of the gate. Is that 
Fheocrat there? Attack the gate with siege weapons. The enemy retaliates with a group of 
cavalry, infantry, and Hero units—Ajax and Chiron? Eliminate the Towers and military 
structures just beyond the gate. 
Push toward the Wonder. Guard the Petroboli with your imposing army. As soon as 
you're safe from enemy attack, assault the Wonder with all your units and siege weapons. 
When the Wonder falls, the misston ends in success. 
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Missions 17-24 
(Calkthrough 


rkantos, Ajax, Amanra, and Chiron split up ín search of 


hree parts of Osiris. Our Heroes must reunite these pieces 
fthe God to stop Gargarensis and Kemsyt from opening a gate into the 
nderworld. Amanra searches for the part within Kemsyt's stronghold; 
hiron excavates a part from an ancient lamarisk tree; and Arkantos 
nd Ajax must contend with Kamos'’ villains to recover their part. 


his chapter covers mission walkthroughs for single-player missions 
Z through 24 ofthe Age of Mythology campaign. Although you begin 
is set of missions using Egyptian units and structures, 

rkantos soon finds Norse allies. At that point, 

ou will begin to use Norse units and 
chnologies and worship Norse gods. 


amiliarize yourself with the Norse 
see Chapters 5 and 14), and 
ttempt to unite theír clans 
gainstacommon enemy! 


The Yackal's Stronghold 


Enítial Objectioe 


Se Get Amanra to the village. 


Map Highlights 
You begin in the eastern corner of the map. Kemsyt's island stronghold is situated in the 
northwest corner of the map, with the position of the Osiris part revealed within it. 
‘Fhe floodplain farming village is located along the southern and southwestern area of the 
map. Locate an unclaimed settlement southwest of your start position. Begin gathering 
resources to produce the military units you ll need to take the Osiris piece from Kemsyt. 


Battle Plans 


Search the northern pathafter the _|ì _Amanra leads six Egyptian Camelry units and a pair of 
Han r mass and discover a relic __Axemen,on the far eastern side of the map. Âmanra 
legge ja … me nl: |__announces that there are floodplain farmers in the area 
and perhaps they will help in your effort to mount an 

attack against Kemsyt's island stronghold. Head west 
and discover a couple of rhinoceroses wandering around 
here. Keep their location in mind; later in the mission you can hunt these animals for food. 

An enemy squad stands guard at an intersection splitting the path north and west. 
Eliminate the enemy units. Micromanage your Camelry and withdraw any unit that's 
suffered significant damage (see Figure 8.1). 


oes en nn mn en EE iS en bee eren ie en" en Pe 


Return to the intersection and head 
due west until you reach farms and an 
unclaimed settlement. Approach the settle- 
ment with Amanra to greet the floodplain 
farmers. You gain the laborers surrounding 
the Town Center. 


<> New Objective: Bring Amanra to any 
additional buildings or Villagers to 


convert them to your cause. 


Send Amanra around the floodplains to 
convert buildings and villagers. Move 
Amanra north of the Town Center to 
convert houses and a Tower, which can 
protect the harbor while you train a navy. 
Guide Amanra west to find a Temple (and a 


Figure 8.1 Protect wounded Camelry by withdrawing them relic nearby), more houses, and additional 
from the battle. laborers and farms. Continue all the way to 
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the southern corner to uncover three relics near an unclaimed settlement. Build a Temple 
here to garrison the relics easily. 

Use your initial food supply to produce 14 more laborers. You have access to two gold 
mines—a smaller one closer to the west and larger mines to the southwest. Send nine laborers 
to mine gold and five to chop wood at any of the forests around your Town Center. Use the 
Pharaoh to empower the Lumber Camp_— you're gonna need the wood to fund a navy and 
siege weaponry! Starting laborers (and any that you convert) should be farming (research all 
upgrades, including Bast’s Sacred Cats) or hunting the plentiful water buffalo around the 
floodplains. Start researching resource upgrades, including Bast's Adze of Wepwawet 
improvement that increases wood gathering rates (though you'll need Monuments to gain 
favor first). 

You begin the mission in the Heroic Age with three god powers: Eclipse, Ancestors, and 
Prosperity (invoke Prosperity after researching Pick Axe, Shaft Mine, and Quarry). Build a 
Migdol Stronghold, Siege Works, and Market then advance to the Mythic Age. Worship 
either Thoth or Osiris. We chose Osiris for the Son of Osiris god power and the Funeral 
Barge naval benefit. Invoke the Son of Osiris god power on your Pharaoh and use him to 
empower resource camps before sending him into battle against Kemsyt's forces. 

Construct an additional dock and begin researching the naval upgrades (Enclosed Deck 
and line improvements to archer ships and siege ships). Build a couple transports (or 
Leviathan) and start training archer and siege ships. You will also need eight to ten upgraded 
Ramming Galleys to combat Set's War Turtles 


(extremely important!) 


Build houses as you need them until If you need additional population cap room 
you've maximized the population cap. Erect an to train more naval or land units, start 
Armory and research its upgrades (which will building Town Centers on the unclaimed 


settlements around the floodplains. Since 
you're worshipping lsis, these new settlements 


also benefit your ships) and Burning Pitch. 
‘Train mythological units (Scorpion Men, 
Sphinx, Mummies), Migdol Stronghold units 
(Camelry and War Elephants primarily), and 
Catapults until you have at least three trans- 
ports packed to the gunwales. Don't forget Priests to serve as healers! 

Send your naval fleet out of the harbor and encounter Set's fleet of archer ships and War 
‘Turtles. Counter the War Turtles with your Heavy Ramming Galleys. Sink the archer ships 
with your War Barges. Protect your Transports carefully and pull them back toward your 
town and Towers if necessary. After eliminating the enemy fleet, escort the transports to the 
southwestern side of Kemsyt's island. Bombard the units and structures along the shore with 

| your War Barges (see Figure 8.2). 
TT ECR Disembark on the southwestern side 
Send the upgraded Pharaoh (research ite 
Neva OE A tn of the map, and eliminate the defenders. 
transports. The Pharaoh isa powerful. BR Use your Priests to heal your units before 
mythological unit counter. Research | assaulting the gate and wall just east of 
Osiris’ New Kingdom and use the second Pharaoh | your position. Attack the gate with 


to continue empowering resource camps back at C atapults and batter the en cemy wall to the 
your base. 


provide even more to your population cap. 


nen 
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ground. Start up the hill and use siege 
weaponry on the gate and any structures 
within range. Use your plentiful ground 
troops intercept enemy defenders. Don't 
forget your god powers! Invoke Eclipse and 
Ancestors as necessary. 

Advance toward the Osiris piece and 
combat enemy units guarding the way. 
Sneak Amanra out of the group and send 
her to the part. If she's attacked, use your 
other units to come to her aid. To complete 
the mission, Amanra must simply reach the 
Osiris piece. Even if the battle Is raging, as 
soon as Ämanra stands next to the box 
containing the piece, the mission ends in 
Figure 8.2 Use your fleet to pound the enemy 's shore SUCCESS. 
defenses. 


#4 Long (Cau From ome 


Enttiat Objective 


< Seek help from the desert nomad camp to the east. 


Map Highlights 
You begin in the southern corner of the desert with Chiron, some Axemen, a Priest, and 
Norse units including Jarl, Raiding Cavalry, and two Ox Carts. The enemy base lies to the 
north. [he Tamarisk Tree, integral to your mission, rests just below and dangerously close to 


the enemy base. Head east from the start position to locate a nomad camp— start building 
your base here. 


Batte Plans 


Chiron's little mixed command lies on the southern edge of the map. You lack laborers, so it's 
impossible to build a Town Center and begin developing an economy or military army. You 
must seek assistance from a nearby nomad camp; perhaps they can help you. 

Move the troops to the east and make contact with the nomad camp. The nomads offer 
their help in leading the way to the Tamarisk tree—if you protect their camp from attack. A 
new objective appears as you automatically accept their offer. 


<> New Objective: Send laborers to cut down the Tamarisk tree and recover the head of 
Osiris. 


Survey the nomad camp and make note of its offerings, which include a Market and Temple. 
There are plenty of goats around, and a gold mine can be found just east of the camp. To the 


) 46 Dd Chapter 8: Missions 17-24 « Walkthrough 


east is an unclaimed settlement and more food, including an elephant. Search northwest of 

town to discover another gold mine, and even more goats. Escort the goats to their new home 

near the Town Center, though wait until NW 
they fatten before processing them. = ted Hf 
Instead, send four laborers northeast of 
the Town Center and hunt the Zebra 
there. Drop a Granary (or move an Ox 
Cart) and research Husbandry. Produce 
three more laborers to begin collecting 
more resources. 

With resources coming in, begin 
raising other needed structures, including 
a Temple, Barracks, Armory, Monuments, and houses. Attacks will arrive from north, 
northeast, and west of the nomad camp. Erect Towers to protect these areas of your base 
and prepare your defenses to intercept enemy attackers. Bolster your army with additional 
Axemen and mythological units, and start spending resources on military improvements at 


the Barracks and Armory. 
Stop 


You can use the Market to trade 


You're provided with two Ox Carts for the 
mission. These Norse units are mobile storage 
centers. You can store food, wood, or gold in Ox 
Carts. Position a cart near multiple resources to 
aid laborers in quick delivery of their resources. You can 
purchase various resource improvements using the Ox Cart, 


but the Pharaoh cant empower the Ox Cart. 


neee nend 
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resources and advance to the Heroic 
Age faster. Chose to worship Hathor 
or Nephthys (we selected Nephthys 
for the improvements to Pharaohs 
and Priests and the Scorpion Man 
mythological unit). Erect a Migdol 
Stronghold— place the structure to 
the west, north, or northeast section 
of your base to add defense —and a 
Siege Works. Maintain a steadfast 
defense around your base to hold off 
Gargarensis’ incursions. 

Shift to farms after depleting the 
supply of goats. Start spending 
resources on economic improvements, such as Pick Axe, Plow, and Hand Axe (and more if 
you can spare the resources). Use the your ample resources to begin training Migdol units, 
Camelry, Chariot Archers, and War Elephants. Upgrade all of these units at the Migdol 
Stronghold and the Armory. Assign these units to defend your base against Gargarensis 
attacks while you accumulate the resources neces- 
sary to advance to the Mythic Age. 

Choose to worship Osiris or Thoth at the 


dl î / 
ng-th Attacks 
ng the Mummy #fttacks ” 
Zn Lm « J mt Big ar 
Mummies are attacking the nomads! Periodícally Mummies appear 

from the western and eastern sides of your base and assault your 
structures and turn human units (usually laborers) into minions. 
Fortunately, the Mummiíies aren’t discriminatory and also attack 
Gargarensis’ units and base. However, it's better rid yourself of the 
Mummy threat for two reasons: first so you wont have to deal with 

the problem any longer and secondly because destroying the Mummy 
tombs provides a large amount of gold into your reserve. Locate the 

two Mummy tombs southeast of town along the edge of the map and 

to the far northwest (just west of Gargarensis” base and near a 

Temple). After destroying the northwest tomb, search just south to 

find a couple relics. 


| Locate a relic in the southern corner 
|_ofthe map near a gold mine. There's 


Mythic Age. We selected Osiris for the Son of 
Osiris god power. This converts a Pharaoh into the 
Son of Osiris, who can fire an enormous lightning 
attack from his staff. Research Osiris's New 


another on a hill just northwest of 
your Town Center. Use Chiron or a 
Pharaoh to grab the relíc and garrison it ín 


your Temple. 


| we me Ti Ge en Zi 
— —= re nege 


A Long Way From Home Dd 147 


{ s 


Kingdom to provide a secondary Pharaoh to continue empowering resource camps. Don't 
forget about Nephthys' upgrades to Pharaohs (making them stronger against mythological 
units). Research them to improve your Pharaohs and Priests. 

To complete the mission, you have to successfully escort a large number of laborers (the 
more the better, but at least 10) to the Tamarisk Tree, and excavate Osiris's head. The nearby 
enemy town, however, won't hesitate to send large groups of units to stop your workers from 
completing the task. 


Sf | Fortunately there's no time limit 
mmm on the retrieval of the head, so you can 
The enemy S attacks will escalate as the mission \ spend time buildin g vour town 


continues. Eventually the enemy sends Siege Towers 


defenses, such as walls, Towers (be sure 
and Scarabs to threaten your town. Ample defense 


to improve the Towers’ capabilities), 
and the Migdol Stronghold. The 
stronger the defense, the fewer units 
vou!ll lose defending the town. Produce 
me several Priests to heal wounds. 

_ | ma: Advance your army toward the 
Tamarisk Tree. You and Chiron should command a mix of Camelry, Chariot Archers, War 
Elephants, mythological units, and Priests—and, if you worshipped Osiris, the Son of Osiris. 
Escort as many laborers as you can spare; you shouldn't need any more resources if you've 
purchased available improvements, built town defenses, and produced a sizable army. 

Maintain posttion at the tree. You could even use laborers to build Towers, walls, or a 
Migdol Stronghold to help protect the area. However vou do it, keep the laborers at work on 
the tree and defend them from enemy attacks. Stay around the tree and any defenses you've 
erected: If you explore too far north, you risk disturbing more enemy units and coming under 
fire from the enemy's Towers. 

Use available god powers (Eclipse and Ancestors) to help defend the area from enemy 
assaults. If any laborers are attacked and retreat, order them back to the tree to resume their 
duty. The mission ends successfully when the laborers have completed the excavation of 


Osiris’s head. 


(Catch That First Step 
Emtal Objective 
$P Capture the Black Sail ships to the east, by destroying the forward base that guards them. 


Map Iightights 


You begin on a southern island just west of the Black Sail ships (revealed on the mini-map). 
Kamos's stronghold can be found in the far northern corner. After capturing the Black Sail 
ships, guide them to the northwest to find an unclaimed settlement. You'll stage your battle 


will help hold off these aggressive enemies, and be 
prepared to adjust your army to intercept these siege weapons. 
Once you send an army to the Tamarisk tree, leave behind a group 

\ of five to seven mythological units to protect your town. 
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against Kamos here, but you might need to return to the southern island for resources or 
additional units. 


Battle Plans 


Arkantos and Ajax lead a large army of Champion Hoplites, complete with an Egyptian 
Siege Tower and Catapult, to the east. They hope to capture the Black Sail Transport Ships, 
in order to evade the local villains and to reach Kamos and the captured Osiris part. Rain and 
Bronze god powers are available to them for the mission. Save Bronze until you face the 
tough defenses of Kamos'’ stronghold; you should be able to eliminate the defenses around 
the Black Sails easily. PW 
Organize your troops into four | ar ne 
groups. Place Arkantos and Ajax in 
the first group; the Champion 
Hoplites in the second group; and the 
Siege Tower and Catapult in the two 
other groups. Move east and toward 
the Lighthouse. You'll spot a ramp 
leading down to the southeast. Keep 
all units stationary except your two Heroes, move them down the ramp in the lead. Anubite 
guardians block the way to a neutral Temple below. Attack the Anubites with your Heroes. 
As Arkantos and Ajax dominate the battle against the mythological units, use one Hero 
to scout a bit east to discover a Migdol Stronghold in production. Maneuver your Catapult 
forward and bombard the building from long range. A few enemy units— War Elephants, 
Slingers, and a Colossus—remain in the area, guarding a Dock to the east where the Black 
Sail ships are found. Use your the Heroes against the Colossus and the Hoplites against the 
War Elephants and Slingers. Remove wounded Hoplites from the field: You'll soon receive a 
Priest to heal wounded units. 


The pirate forward base guarding the Black Sail ships 
includes an Egyptian Lighthouse. To gain control of 
the Lighthouse, destroy the fence blocking access to 
it. The Lighthouse has no attack capabilities but 
offers an immense line of sight, enough to reveal the pirate ships 
and defenses throughout the waterway north of your position. 


<> New Objective: Use the Black Sail ships to transport troops across the bay behind 


Kamos's base (near the blue flag), and claim a settlement. 


A new objective appears after you have eliminated all units and structures guarding the Black 
Sail ships. The neutral villagers who worship at the Temple show their thanks by offering to 
build Colossi for you. The Colossi appear periodically at this Temple, and you can return in 
the Black Sail Transports to pick them up. Eventually, after Kamos detects your base, you will 
have to find another way to retrieve the Colossi (more on this later). 

Move all your units, including siege weapons, onto the Transports and guide them to 
the northwestern corner of the map (the blue flag is revealed on the mini-map). Although the 
waterway includes many defenses, none will attack. Disembark at the blue flag and head 
north. You soon will discover a group of Egyptian refugees with no love for Kamos. They 
offer to help. Three laborers, a Pharaoh, and a Priest are now under your control. Use the 
three laborers to build a Town Center on the refugees’ settlement. To hasten the process, the 
Pharaoh should empower construction. In the meantime, command the Priest to heal any 
wounded units. 
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<> New Objective: Quickly build up a large force and siege Kamos's base. Stay behind the | 


large forest to remain undetected until you are ready to attack. 


Á counter appears in the upper right corner of the screen. You have 12 minutes before Kamos 
scouts the area and discovers your presence. Select the Town Center and queue 14 laborers. 
No other food sources are available so start processing the goats next to the Town Center. | 
Alternatively, you could build a Granary, research Husbandry, and send trained laborers to | 
collect gold from the eastern mine. Switch to food once the goats have fattened. Select a | 
KS he laborer and build an Armory. Start 
% building Houses to support your units and 
new laborers. 

Onee the goats have fattened, shift 10 
laborers onto food and the rest on the gold 
mine just east of your settlement. You may 
also need a couple on wood to prepare for 
Migdol Stronghold Chariot Archer units 
and siege weapons. Continue to gather 
food and gold until you meet the require- 
ments to advance to the Heroic Age. Upon advancement, choose to worship Hathor, rather 
than Nephthys. Hathor's Roc mythological unit becomes vital, both to collect Colossi at the 
Temple and to retrieve resources from the southern island. 

After racing to the Heroic Age, build a Barracks, a Temple, and then a Migdol 
Stronghold. Place the Migdol Stronghold toward the east— where the minions of Kamos 
will appear. You've likely run out of goats by now; it's time to switch to farming. Before doing 
so, research Shaduf to reduce the cost of farms (the improvement requires wood, and you 
have plenty). Build farms around the Town Center and continue empowering the structure 


with your Pharaoh. 


ad EE ITE EN 


[he friendly Temple worshippers freed earlier will 
alert you when they ‘ve completed a Colossus. Move 
a Black Sail Transport to the shore and carry the 
Colossus back to your settlement. After Kamos 
scouts the area, the enemy defenses in the waterway will start 
reacting to your Transport. To compensate, worship Hathor at 
the Heroic Age for the Roc air-transport unit. 
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Build a Market, Monuments, and 
Towers around the Migdol Stronghold as 
resources become available. Begin rein- 
forcing your army with Camelry, Chariot 
Archers, and Spearmen (for use against War 
Elephants). 

When the countdown hits zero, Kamos 
sends a few Camelry units into your area. 
From that point on you cant use the Black 
Sail Transports to retrieve Colossi. Instead, 
use the Egyptian Temple to create the Roc 
flying transport unit. Don't move the 
Roe directly to the Colossi, though: Head 
directly south and then east to the Colossi 
(see Figure 8.3), so the Roc wont be shot 


Figure 8.3 After Kamos discovers your incursion, use the down by the neen ede gens Hen h 
Roc flying transport to recover Colossí. center. The Roc also is important when the 
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gold mine exptres in your northern base. Move the laborers to the southern island and start 
mining there. 

Eliminate Kamos’s Camelry scouts. The enemy will begin walling off the entrance to 
their base. Crush the wall with your Catapult. Build a Siege Works and add additional Siege 
Towers to your siege weapon group. Reinforce your army with eight to 10 Camelry units, the 
same number of Chariot Archers, and 12-15 Spearmen. If you have the favor, add mytholog- 
ical units to your groups. Research unit improvements as resources allow. As soon as you can, 
advance to the Mythic Age and worship Thoth to invoke Meteor to level the defensive struc- 
tures on the paths leading up to Kamos's stronghold (Monuments prevent god powers within 
Kamos's city). 

The remainder of the mission requires a slow push to the east. The path will divide. 

Follow the southern path (the northern route lies too close to a Migdol Stronghold). Use 
Heroes against mythological units and mythological and human units against other enemies. 
Crush Kamos's structures and towers at long range with Catapults. 

Advance slowly, so you don't trigger too many enemies at once. Protect your siege 
weapons and patiently allow them to batter Kamos's base structures before advancing. Make 
your way to the northern edge of the map, where most of Kamos's defenses are planted. 
Counter the War Elephants with Hoplites and Spearmen, and counter enemy mythological 
units with your Heroes. 


<> New Objective: Defeat Kamos. He has been found on the North side of the base. 


Kamos is protecting his piece of Osiris on the northern side of his base. Anubites, in turn, 
guard Kamos. Counter them with your Heroes. Surround Kamos with all of your units to 
terminate the enemy Minotaur. Defeating Kamos recovers the Osiris part, and completes our 
Heroes’ mission with success. 


CChere Theu Belong 


Initial Objective 
<> Build up and fight toward the Osiris pyramid. Survive until Arkantos arrives with his 


Osiris piece. 


Map Dighlights 


You begin on the southern edge of the map in two separate bases. The eastern base contains 
ample food sources, with goats near the Town Center and berry bushes along the southern 
edge of the map. Both bases include gold mines. In fact, the eastern base has two. The 
western base offers more hunting opportunities, however, with goats, hippos, and giraffe to 
the east of town. A row of trees separates the east and west towns. The stronghold of 
Gargarensis and Kemsyt— where they're trying to dig an entrance into the Underworld— 
waits in the northern corner of the map. 
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Battle Plans 


At the start of the mission, your forces are separated in the southern corner of the map. 
Chiron's army sets up camp in the western base, where the primary structures are a Temple, a 
Town Center, and defensive Towers. Amanra commands the troops to the east. The eastern 
base contains a Market, Barracks, and defensie Towers. 


Harmonia's Necklace 
Gold gatherstaster Garrisonttus relie.in a 
Temple to gan its benelit 


Figure 8.4 Scout the area carefully to discover possible 
resources and bonuses such as relics. 


Survey the area to find the available 
resources (see Figure 8.4). The western base 
features three primary food options: slaugh- 
tering goats; hunting rhinos, giraffe, and 
hyena northeast of town; and fishing in the 
small lake east of town. A single gold mine 
lies in the western camp. The main wood- 
land separates the western and eastern 
bases. The eastern base has two food 
sources: goats, and berry bushes south of 
town. [wo gold mines—one west and one 
east—can be found near town. Both bases 
house Osiris piece carts. 

Start collecting resources with available 
laborers. Use available food to train laborers 
and assign them to gold and wood initially 
(around 80% on gold). Build a Granary and 
research Husbandry before slaughtering the 
goats. Collect the wood from the line of 


trees dividing the western and eastern bases. T'he sooner you can cut a hole through the trees, 
the sooner you can combine forces for added defense and, eventually, offense. Use the Market 
in the eastern base to trade resources as needed, and command the Pharaoh to empower a 


Use Chiron to scout northeast from the 
western base. Several types of animals 
wander here, and can be hunted for food. 


However, the real prize ís a relic near the 
unclaimed settlement. Have Chiron grab the relic, and 
garríson it within your temple to receive its bonus. 


structure depending on your resource need. A new 
objective appears moments into the mission— 
Arkantos has less than 30 minutes to arrive with 
his Osiris piece cart! 


<> New Objective: Kemsyt will have the passage 
to the Underworld open in 30 minutes. 


Á counter appears on the right side of the screen, 
indicating time remaining until the gate opens. 


If the counter runs to zero, the mission ends in failure. Time is important in this mission. 

By the time Arkantos finally arrives, you need to have produced a powerful army capable of 
advancing into Gargarensis and Kemsyt's stronghold. Build missing structures as soon as 
possible, including an Armory, a Migdol Stronghold, and Siege Works. Don't venture too far 
to the north of your towns. Enemy Towers are very close and will disrupt your building. Use 
the Catapult in the east to topple the eastern Tower. Begin shifting laborers off of gold and 
wood as needed. Start hunting in the west and foraging in the east until your goats have 


fattened completely. 
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Construct a Barracks in the western base to provide additional defensive units, and build 
a Temple in the eastern base so you can produce Priests to heal your units. You also will need 
Egyptian Monuments, to gain favor to produce mythological units, and Houses to increase 
the population cap. 

You begin with three god powers: Rain, Plague of Serpents, and Ancestors. Dont hesi- 
tate to use either Plague of Serpents or Ancestors for defensive purposes should the need 
arise. After your food sources run dry and you've begun farming, invoke Rain to increase 
production for a short time. 

Gargarensis sends infantry, Sphinxes, Chariot Archers, and Siege Towers periodically 
against both of your bases. Build extra Towers to provide extra defense, and position your 
Migdol Stronghold strategically to help defend the base. Spend resources on Barracks, Migdol 
Stronghold, and Armory improvements to upgrade your units’ capabilities. Keep your mili- 
tary focused to maximize your resources. There isnt time to upgrade everything. For example, 
a sound army for this mission would include Champion Chariot Archers, Anubite Guardians, 
Champion Spearmen, Priests and (upon reaching Mythic Age) the Son of Osiris. If you 
advance to the Mythic Age, use the Siege Works to add Catapults to your groups. 

Building a strong army is the most important use of resources, although it's still possible 
to win if you spend the resources required to advance to the Mythic Age. At advancement, 
choose to worship Osiris, rather than Horus. The 
Monuments of Isis protect Gargarensis’s stronghold 
from god powers, so Horus’ Tornado can't help you 
there. Instead, select Osiris, and invoke the Son of base has Monuments that block god 
Osiris god power on your Pharaoh. powers, rendering them useless. Use 

Aftere recting adequate defenses, begin those god powers before attackíng his base! 
advancing on both sides and use Catapultsor Siege GS | 
Towers to topple the Tower defenses between your 
southern bases and Gargarensis’ stronghold up north. Continue up the eastern side and 
discover a relic resting near an enemy Temple. Demolish the Temple and claim the relic for 
your own. Clear out these defenses north of either base before Arkantos arrives so you wont 
have to deal with these structures when time is dwindling down. 


Don't save your god powers until the 
end of the míssíon! Gargarensís’s 


<5 New Objective: Arkantos has arrived from the east with the last Osiris piece! Bring all 
three pieces to the Obelisk near Osiris’s pyramid. 


With about 10 minutes remaining, Arkantos and Ajax arrive on the far eastern side of the 
map. Fortunately, along with his Osiris piece cart‚ he commands Champion War Elephants, a 
group of Catapults, and an Avenger. That's excellent firepower, and the cue for you to begin 
your final advance toward the enemy base. 

You are also provided with two laborers in the east, and can build a Town Center on the 
nearby settlement if you wish. Send Arkantos and his army north and follow with one 
laborer, for reasons you'll discover in a moment. 

Intercept any incoming enemies, but don't fret if your southern towns are attacked. You 
need to continue pressing north toward Gargarensis. Topple Towers with siege weaponry, and 
press north. Make sure your Osiris piece carts follow your army! They re integral to 
completing the mission! 
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' Keep moving Arkantos north, and 


Î 
Savin g Som C E ish crm an 4 you ll discover another relic. If you wish 
OEE A SERENK to gain its benefit, use the laborer you've 
Advance an army just south of Gargarensís’ base and discover a advanced, and build a Temple. When 
Ld % ad LJ . 
small lake protected by an enemy Tower. Explore the area and it's finished, send Arkantos to garrison 
discover a neutral village, including Houses, a Dock, and fishing the relic. Rendezvous your armies on the 
boats. It's possible to rescue these slaves to Gargarensis and convert southern side of Gargarensis's base. Crush 


them to your cause. Simply demolish the Tower adjacent to the Dock 
and the thankful village repays the debt by continuing to fish the lake 
and sending the food into your reserves. 


any towers and structures with siege 
weaponry. 

You need to move all three Osiris 
piece carts to the obelisk west of the 
pyramid, and dig into the Underworld. You won't be able to cast god powers here because of 
the high concentration of [sis Monuments. Keep enemy troops to the west occupied with 
your ample forces, while maneuvering the piece carts into position. The mission ends success- 
fully when all three Osiris piece carts arrive at the obelisk. 


Old Eriends 


Enitial Objectioe 


<p Collect and protect as many pigs as you can. 


Map Mighlights 
Arkantos and Ajax begin as boars on the southern edge of the map. Enemy villagers can be 
found just north of your start position. Nearby towns contain more pigs. You'll eventually 
locate the Temple of Zeus to the far northwest, where you will convert your group of pigs 
back into soldiers. Circe's enemy Citadel covers the eastern side of the map. 


Battle Plans 


Although this mission begins with humor (you and your Atlantean army have been converted 
to pigs!), the mission ends with climatic battles against the evil sorceress Circe. As you land on 
the southern shore, both Arkantos and Ajax are transformed into boar Heroes. The two boars 
will be your only method of attack until you can convert Arkantos, Ajax, and the rest of the 
army back into their former selves. Four other pigs, also former warriors, are nearby. Group the 
two boars for attack, and place the four pigs in a secondary grouping. Use the boars to attack 
the approaching enemy villager. Maneuver the pigs 
away from the villager to keep them safe. 

Start moving to the north, keeping the vulnerable 
heven Snelle bene herd of pigs in the rear. You'll soon spot a village—and 
seriously injured, wait a minute or it contains more pigs! Send your Hero boars to break 
the wooden fence enclosing the pen (see Figure 8.5), 
and group the pigs with the ones you already have. An 


As they do in human fortn, Arkantos 
and Ajax in boar form regenerate 
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enemy villager arrives, happy to 
slaughter a couple of boars. Retaliate 
with your boar Heroes. He'll realize 
he's overmatched and retreat to a 
nearby tower. Don't engage; instead, 
follow the path toward the northeast. 
Two wolves emerge from the 
woods, hoping for an easy meal. Focus 
the attack of both boars on a single 
wolf. Eliminate both wolves and press 
eastward, into a new village. Two 
‘ villagers approach. Attack them with 
the boars—they wise up and retreat to 
the nearby tower. Don't follow; instead 
break apart the wooden fence on the 
southwestern side. Free the pigs, add Figure 8.5 Explore the enemy villages to rescue the pigs! 
them to your group, and receive a new 
objective. 


<> New Objective: Find a way through the gates to the Temple of Zeus. 


You must herd your porcine army to the Temple of Zeus, in the northwest corner of the map. 
Once the animals arrive, the Temple will automatically convert them back into their human 
form. In the meantime, however, there are more pigs to collect. Start moving to the east and 
discover another pigpen. Break the fence, and add the pigs to your group. A final village can 
be found just to the north. Move the boars here and collect a final group of pigs from their 
pen taking care to attack the villager before moving to the pigs. 

Move both groups to the northwest through the opening in the enemy wall. As you 
proceed northwest, enemy Hoplites appear—they stand guard in front of Circe's Citadel, in 
the northeast, and a small village to the southwest. Assault or avoid the Hoplites; if you do 
attack, focus the attack of both boars on a single enemy at a time. Keep the pigs moving to the 
northwest; don't stop them unless an enemy targets them. You dont want to dawdle at this 
intersection, because additional Hoplites will emerge from the gate. A couple more Hoplites 
stand guard at the wall just before the Temple. Occupy them with your boars while the pigs 
approach the Temple. Should a boar be wounded severely, pull it back and allow the other 


boar to continue the attack. 


<> New Objective: Build up and defeat Circe by destroying the Fortress at the heart of the 
Citadel. 


A new objective appears after the approach to the Temple. It's tire to build a base and amass 

an army large enough to topple Circe and her Fortress. There's an unclaimed settlement just to 

the east. Eliminate the enemy villagers here with your new Hypaspists and Peltasts. Use the 

villagers that were converted from pigs to build a Town Center on the settlement. Youre in 

the Classical Age, and need military structures quickly. Circe won't leave you alone for long; 
Use your food supply to queue up more villagers. Assign villagers in equal groups to the 

gathering of food, gold, and wood. Eventually, you'll need to shift some to gaining favor by 
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worshipping at Zeus’ Temple. Build an Armory, Military Academy, Archery Range, and 
Stable. Build the Armory first to advance to Heroic Age as quickly as possible. Use available 
wood to fund defensive Towers (spend resources to upgrade them as well). Place them inside 
the wall southeast of your town. Consider completing that wall, to delay enemy attacks even 
further. 

Circe's forces attack frequently from the opening south of your town. Use Towers and 
additional walls to hinder their advance. Build a mixture of infantry, ranged units, cavalry, and 
Minotaurs (your first available mythological unit), after gaining some favor. Since the enemy 
sends their own mixture of units, it's important to counter each of them with the specifie unit 
type that is best against that unit. As soon as the resources become available, advance to the 
Heroic Age. 
| | | Es You can choose to worship either Dionysus 
[here are a couple of enemy resource | Or Ap ollo. Although D tony sus pr ovides the 
operations near your town: Gold and Bronze god power, which would be effective 
lumber are being collected to the northeast. during the assault against Circe, consider Apollo 
andranother enemy gold mineisroperating for his Temple of Healing improvement. This 


to the northwest. Elimíinate these vill s as \ 8 : 
he “pd dn hed turns the Temple of Zeus into a healing source, 
possible, but be alert! Destroying the enemy storehouses 


mkaduess ie. which you can use between Circe's attacks to 
nnn mend your units wounds. 
mmm There's a significant lack of food in the 
immediate area, so begin farming after you've collected ample wood and erected several 
Towers. Build a Granary and research Plow and Irrigation as soon as possible to increase 
farming rate. Build walls to hold off the enemy’s advance (line the walls in front of the enemy 


gates south of your town) and allow your Tower (and Fortress after reaching Heroic Age) to 
weaken approaching attackers. 


Na 


After advancing to the Heroic Age, 
erect a Fortress near the southern wall to 
further guard the town from attack (see 
Figure 8.6). Consider upgrading your 
Towers, af the resources become available. 
Build a minimum of four Catapults to 
besiege Circe's bases. Construct a Market if 
you wish to advance to the Mythic Age— 
which we definitely recommend, because 
you can make good use of Heras Lightning 
Storm god power. Improve all units at their 
respective military structures and the 
Armory. 

Circe, a powerful sorceress, 1s 
ensconced in two bases. Your primary 


objective should be the Fortress to the east. 


Figure 8.6 Circe aggressively attacks the southern side of You can pound the smaller western village 
your base. Protect the area with a Fortress. 
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(situated approximately south of your town) fairly easily with your Catapults. Protect your 
siege weaponry diligently, using your ground forces. 

Advance to the east, up the hill toward the Fortress, bombarding the Towers first. 
Intercept any attackers with your ground forces and withdraw your Catapults if necessary. 
Save Bronze or Lightning Storm (if you received them) until the enemy attacks in numbers 
that are difficult to defeat easily. 

Clear out all enemy Towers and other structures before bombarding the Fortress. There 
will be a final confrontation, so either make sure all your units are healed at the Temple (if you 
selected Apollo), or produce new units to increase the size of your army (set your military 
structures’ gathering point to Circe's stronghold). You could even move up villagers and erect 
Towers at this point, for added firepower. 

Assault the Fortress with Catapults only. Circe and two Nemean Laons appear after the 
Fortress sustains heavy damage. Circe possesses an impressive lightning attack. Defeat Circe 
and the lions, then resume pummeling the Fortress. When it topples, your mission is a success. 


Dorth 


Initial Objectioe 


<7 The avalanche has split your forces. Reunite them and claim a settlement. 


Map Dightights 


An avalanche has left your forces scattered across the map. Arkantos, accompanied by a 
Norse Hersir and two Throwing Axemen, begins in the north. Other forces—including 
Amanra, Norse gatherers and Dwarves, and more Hersir—are scattered east and south of 
Arkantos. You need to locate an unclaimed settlement. You'll find one just northeast, and 
another just southwest, of the map's center. Finally, prepare to contend with three enemies in 
this mission: one in the northern corner, one in the southern corner, and another spanning 
the northeast and eastern corners. 


Battle Plans 


First focus on the northern 
group, with Arkantos. 
Move them southeast and 
rendezvous with the Norse 
gatherer, the Dwarf, and 
the Ox Cart. You're now 

in the Norse culture, 
worshipping the God Thor. 
You'll find the nearest 
unclaimed settlement just northeast of your position (though another can be found to the 
southwest). Select the three Hersir near the settlement and add them to your assembled army. 
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You begin with one god power for the mission: Dwarven Mine. 
Invoke Dwarven Mine to place a gold mine anywhere on the 
map. There are gold mines near each settlement, but it might 
be to your advantage to place one closer to your Town Center 
(sending an Ox Cart to gather food or wood). Better yet, save the god 
power ín case any current gold mine is exhausted. The amount of gold ín 
the Dwarven Mine depends on the Age in which it's used: The more 

Â advanced the Age, the more gold. 


En 


before returníng to battle. 


Move all remaining scattered troops to the unclaimed settlement. The Norse differ from 
the other cultures in many ways, including construction techniques. Dwarves and gatherers 
concentrate on collecting resources, while military units build structures. Use your military to 
construct a Town Center on the unclaimed settlement. Prepare for an attack north of the 
construction: À group of lurking wolves attacks your group. A new objective reveals your 
mission for the area. 


<2 New Objective: To escape the pass, defeat Gargarensis’ forces by destroving enemy 
‘Temples. 


Scout the area for resources. You'll discover a gold mine just east of your new Town Center, 
and there's ample wood surrounding you. Your main food source should be hunting. [t hter- 
ally pays to hunt, because the Norse gain favor by hunting, as well as through combat. 

Use the Dwarves to mine the gold to the east, and gatherers to hunt and collect wood. 
Position Ox Carts carefully between at least two resources, if possible, to minimize the 
walking distance for all resource collectors. Use your initial food supply to produce more 
gatherers, and order them to assist in the hunt or in wood-collection, as your needs dictate. 
Switch to farming in the Classical Age or search for new areas to hunt. Research Hunting 
Dogs and Thors Pig Sticker 1f you plan to concentrate mostly on hunting. 

You need a Temple to advance to the Classical Age, and Houses to increase your popula- 
tion cap. Use the military to build them as necessary. Because you worship Thor, you also can 
build ‘Thor's Special Armory, which improves the weapons and armor of infantry and cavalry, 
in the Archaic Age. 

Upon reaching the Classical Age, worship either Forseti or Freyja. Forseti offers the 
Healing Spring god power, creating a spring that will heal nearby units; the Troll mytholog- 
ical unit, which is a slow but potent archer; and improvements in speed and hit points to the 
Hersir. Freyja provides the Forest Fire god power, which burns a targeted forest to the 
ground; the Valkyrie mythological unit, which can heal your units and those of allies; and 
improvements to cavalry speed and hit points. 

Consider Forseti, as the enemy doesn't possess a significant wood operation, making 
Forest Fire a less useful god power than Healing Spring. Also, afthough the Valkyries can 
serve as healers, they also cost valuable resources—the 
Healing Spring doesn't! Research Forseti's Hall of 
Thanes improvement to Hersir units, and create more at 
the Norse Temple! 

In the Classical Age, build the Norse Longhouse, 
which is akin to the Egyptian Barracks and produces 
Ulfsark infantry units, Throwing Axeman ranged units, 
and Raiding Cavalry units. Like the Temple, it also 
produces Hersir, the Norse Heroes. Build an Armory as well, if you hadn't in the Archaic 
Àge, and begin saving resources for the advance to Heroic Age, when you can build Portable 
Rams, the Norse siege unit you'll need to topple the enemy defenses and ‘Temples. 

After advancing to the Heroic Age, worship either Skadi or Bragi. Skadi offers the god 
power Frost, which freezes a group of enemy units for a short period of tme; the Frost Giant, 
which also possesses a recharging freeze attack; and improvements to farmers and the attack 


Create the Healing Spring within 
your town, and retreat to the 
position after engaging with the 


enemy. Mend your units” wounds 
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of Throwing Axemen. Bragi provides the Flaming Weapons god power, which causes the 
weapons of your human soldiers to burst into empowering flame; the Battle Boar mytholog- 
ical unit; and improvements to Ulfsarks and to the speed of mythological units. 

Consider Skad: for the Frost god power and Frost Giant unit. You'll face an onslaught of 
enemies in the eastern base, and Frost provides an added weapon against their attack. When 
you reach the Heroic Age, construct the Hill Fort, which can produce Portable Ram siege 
weapons and Jarl cavalry units. Produce at least ftve Portable Rams, and support them with a 
combination of Hersir, Jarl, and Throwing Axemen. 

Enemy attacks will arrive from the north, east, and south of your town. Protect these 
areas with upgraded Towers and careful placement of your Hill Fort. The northern enemy 
sends Mountain Giants; the eastern enemy sends Ulfsarks; and the southern enemy sends 

Einherjar. 

Assault the southern enemy first. (Don't forget to first use your resources to improve units 
at their respective military structures and the Armory.) Einherjar mythological units guard 
the southern town. Use your grouped Portable Rams against gates, walls, Towers, and other 
structures (see Figure 8.7). When enemy troops arrive, move the Portable Rams safely behind 
your army. Level the Temple with your Portable Rams. Search the area for a relic before 
returning to your town. Heal your 
wounded at the Healing Spring as 
necessary, and advance north to 
discover a second enemy. 

Follow the same procedure in the 
north: Use the Portable Rams against 
gates, walls, Towers, and structures, and 
support them with your ground forces. 
Mountain Giants units defend the 
northern base. Defeat them, level the 
Hill Fort and Temple, and return to 
your base. EN 

The final enemy base covers the ie gn 

ede Herges Ihr 
northeastern area of the map. Advance KP 
east from your base and you'll 
encounter a gate protecting the 
entrance to the final base. Assault the Figure 8.7 Pummel enemy gates with Portable Rams, but 
gate with your Portable Rams and keep keep support units nearby to counter the irritated enemy 
other units out of range of the nearby defenders. 
Hill Fort and Town Center. You could 
even build some defensive structures to aid in the fight. Do so before attacking the gate and 
triggering the foes. Invoke the Frost god power when enemy numbers become high. You can 
freeze the units providing extra time to topple the structures before the enemy units can 
resume their attack. 

Youre currently just west of their Temple. From the Hill Fort and Town Center head 
directly east. Protect your siege weaponry well, and invoke Frost (if available) as needed. 


Topple the final enemy Temple to successfully complete the mission. 
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4 !__Amanra (hero) 
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The Dwarven Forge 


Pp 
SI 


In | Ü d | O bj \ CCU \ There's an unclaimed settlement on 


<> Find a settlement and build a Town ISN B a hill south of your base. A Giant 
Center. ° Pr protects the area, however. Send 


Map Iightights 


You begin on the southern edge of the map. 

The nearest unclaimed settlement can be found just north of your start position, and twisting 
cavern paths are found just north of the settlement. Search the far northeast corner for the 
Giants’ Temples. After you complete your settlement, the Dwarven Forge appears on your 
mint-map, in the northern center of the map. 


Battle Plans 


Arkantos, Ajax, Chiron, and Amanra team up with two Dwarven Heroes, Brokk and Eitri, 
and agree to help them recover the Dwarven Forge from enemy Giants. In exchange, the 
Dwarves will provide passage to Midgard. Usher your six Heroes, Ulfsarks, and gatherers due 
north. Lead with the Heroes to counter the Mountain Giant and Troll defending the 
unclaimed settlement. Support your Heroes with Throwing Axemen. 

After terminating the guards, use the Ulfsarks to construct a Town Center on the settle- 
ment. Scout the area west and east of the settlement with your Heroes. A group of elk, bear, a 
waterway with fish, and a gold mine are found to the west. To the east are two sets of berry 
bushes, more elk, and another gold mine. 


your Heroes to investigate and 


nde en en mm nT en 


<2 New Objective: Kill the Giants and Trolls near the Dwarven Forge to recapture it. 


You're over the population limit. Build two Houses with the Ulfsarks, then produce an Ox 
Cart at the Town Center. Send the Ox Cart west, toward the herd of elk (research Hunting 
Dogs). Use your gatherers to start hunting these elk, then the bear. You receive two Dwarves 
from the Town Center. To produce more, you'll need another House (if you havent already 
built one). Queue a total of five Dwarves and send them to the western gold mine adjacent to 
the forest. Position the second Ox Cart at the edge of the gold mine and adjacent forest. 
Queue up five more gatherers and start chopping wood near the new Ox Cart (and near the 
Town Center). 

Use the Ulfsarks to build an Armory when the wood becomes available. Continue to 
collect resources and research gathering improvements as quickly as possible. When you meet 
the requirement, advance to the Heroic Age. Begin worshipping Bragi, for the Flaming 
Weapons god power (which will assist your human units against the mighty Giants). During 
the time it takes to advance in Age, use the Ulfsarks to build more Houses. 

Your six Heroes should be able to fend off enemy attacks, all by mythological units. 
Monitor the passageways east, north, and west of your base for intruders. After exhausting 
the game animals in the west, move your gatherers and Ox Cart east. Hunt the elk and forage 
for berries there. 
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Use the Ulfsarks to place a Hill Fort (after reaching the Heroic Age) and Temple on the 
eastern side of town, near the food gatherers. At the Temple, start producing Hersir; at the 
Hill Fort, start producing Jarl. Both units are effective against mythological units. (Your 
Ulfsarks will barely dent the Mountain Giants.) You should also produce a couple of kas 
at the Temple, but you might need add1- 
tional favor to do so. Dont produce units 
too aggressively: You have enough to defend 
against early attacks, and you still should 
advance to the Mythic Age. 

Construct a Market with the Ulfsarks, 
and after meeting the resource require- 

„ments, advance to the Mythic Age. Worship 
Baldr, whose Ragnarok god power can 
prove useful in the misston's final stages. Continue producing Jarl and Hersir until you have 
12-15 of each. You also should produce four to six Portable Rams. If you run out of food 
sources, start farming. When you have plenty of wood, switch most of your wood gatherers to 
gold or farming. You'll need more wood only to build Portable Rams. Trade any extra wood 
for gold at the Market. 

Head into the cavern through the / 


eastern entrance. Continue north, iden Relies gs 


then northwest, to the northern edge EEE IR art ah, FeS 


You were provided with a Dwarven Mine god 
power to begin the míssíon. Even though 
there's a gold mine to the east, you may want 
to invoke Dwarven Mine once your dwarves 


have exhausted the western mine just to save the tíme 
required to move the Dwarves and Ox Cart east. 


of the map. You'll bypass a route to Begin moving troops up the eastern passage. You'll enter what 

the west that would send you toward appears to be a cavern. A group of enemy Dwarven miners are 

the Dwarven Forge. Before you can attempting to break through a wall, just to the north. Attack the wall 
go there, you must obliterate the and the Mummies inside the adjacent room. Clear out all hostile units, 


then collect the three relics from the treasure room and return them to 


Giants’ production centers in the 
your Temple. 


north. Beware: There are many 
defenders. This is a great moment to 
invoke Flaming Weapons! Use Portable Rams against structures. Counter the Mountain 
Giants, Fire Giants, and Trolls with your Heroes, Jarl, and Hersir. Send Jarl to intercept the 
enemy Ballistae. Continue to reinforce your army with new units at your base. Once you have 
the favor, include some Valkyries, Battle Boars, and Fire Giants. 

Level all of the enemy structures and PW 
kill all of the enemy units in this northern ee a 
corner. [hen head southwest toward the 
Dwarven Forge. Additional Mountain 
Giants and Trolls defend the area (see 
Figure 8.8). Don't allow your units to split 
up. Concentrate all attacks on one or two 
enemy units before moving on to the next 
target. When you have eliminated the 
defenders, a new objective appears. 


Depending on difficulty level, Fire Giants may 
emerge from the Dwarven Forges own lava 
pool to attack. Also, the Gíants usually invoke 
a Healing Spring to the west of the Forge. 
Capturing thís valuable area can yield the Healing Spring 
and a place to build buildings, including a settlement (level 
the Gíants’ Town Center with Portable Rams). 
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Figure 8.8 Use your Heroes, Jarl, and Hersír against the Mountaín Giants 
and Trolls around the Forge. 


<> New Objective: Defend 
the Dwarven Forge 
until the Giants retreat. 


You must defend the Forge for 
eight minutes to complete the 
mission. Move your Portable 
Rams south of the Forge and 
eliminate the Temple and other 
structures here quickly. Brokk 
and Fitri suggest another 
weapon against the Giants. If 
you click on the three Dwarven 
Forge structures, you can 
research three valuable 
improvements. Giantslaying 
Blades add bonus damage 


versus Giants to all of your 


attacks; Osmium Mail makes 
human soldiers more resistant 
to hack attacks; and the 


Asbestos Shields improvement makes human soldiers more resistant to Fire Giants. Research 
Giantslaying Blades and Asbestos Shields first. 

You can't build structures in the Forge area (though you can build on the bridge to the 
east). Use the Hersir to drop a Hill Fort or Towers here. Continue to reinforce your army 
with new Jarl, Hersir, and mythological units. Assault the Giant attackers as you did the 

eNING defenders—concentrate attacks on one or two Giants. Don't spread yourself too thin. Even 


Er ni ” 


PS ie Be careful around the western river of 
A PS the Dwarven Forge area. Jormund Brood 
64 PD) mythological uníts patrol the waters to 
E the west, and can strike your units with their 
ranged steam attack. 


WU ze en 


though Jarl and Hersir are effective against 
mythological units, the Grants are still mighty 
strong. Don't hesitate to invoke Ragnarok if you 
worshipped Baldr. Move all your gatherers 

and Dwarves—now Heroes of Ragnarok-—to 

the Dwarven Forge to aid in its defense. Keep the 
Dwarven Forge intact for the full eight minutes to 
complete the mission. 
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Dot From Around Mere 


Initial Objectioe 


<5 Protect Skult and his flag. Move Arkantos, Skult, and the Folstag Flag-Bearer along the 


dirt path to the flag. 


Map Mighlights 


The Heroes, Skult, and the Flag-Bearer begin on the southern edge of the map. You 

can spot the exit at the far northern edge of the map. The Giants’ Temples are scattered 
‚throughout the western and eastern areas of the map. If you investigate the maps center 

(and just north of the center), you trigger the second stage, and base-building portion, of the 

mission. [t's wiser to explore the western and eastern edges before maneuvering toward 


the middle. 


Battle Plans 


Arkantos, Amanra, Ajax, and Chiron must escort Skult and the Folstag Flag-Bearer through 
treacherous Giant territory to the exit at the northern edge of the screen. You start the 
mission with two god powers—Bolt and Healing Spring. Save these god powers for later in 
the mission. You also possess groups of Heavy Hoplites and Heavy Throwing Axemen to 


assist in the battles against the Giants. 


Begin the mission by separating your troops and assigning attack groups. Place your 
Heroes in the first battle group, and separate the Hoplites and Axemen into their own 
groups. Assign the Flag-Bearer his own group so you can easily select and withdraw him as 


necessary. 


Advance to the north. You'll spot Mountain Giants and a Frost Giant. Lead the attack 
with your Heroes. Support with the ranged Throwing Axemen and send in the Hoplites last. 


A Giants’ Temple can be found just west along the path, and it will continue to produce 


Mountain Giants until it's destroyed (see 
Figure 8.9). Send your units to the Temple, 
defeat the defenders, and obliterate the vile 
structure. Resume your northward course and 
battle more Giants. Once again, send in 

your Heroes first. After the Giants attack the 
Heroes, bring in the Throwing Axemen and 
Hoplites. | 


Dn ded na a er es gn nt eng en ene en 


The Folstag Flag-Bearer has better line of 
sight than your Heroes or military units. | 
Lead the advance with the Flag-Bearer so 
you can spot enemies sooner. However, 

{ __guickly pull the Flag-Bearer back, to keep him away 
\ from thethreatening Giants. 


You'll reach an intersection. Head east first. (You'll spot an enclosed pen of pigs south of 
the path. Remember this location for later.) Several Temples can be found in the eastern 


corner of the map. The first rests in an alcove south of the path. Protect your more vulnerable 
units from the Giants by attacking the enemies with your Heroes first. Find more Temples 


along southern and northern paths along this eastern route. 
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FA The eastern edge of the 
map is a dead end, but does 
contain several Temples. 
Explore every nook and cranny 
and eliminate all Temples. 
Move slowly so you don't alert | 
too many Giant defenders at a | 
time. After clearing the area, 
return to the intersection. Place 
the Healing Spring in the 
map's center if your units need 
to mend their wounds. 
Proceed west from the | 
intersection. Î he western edge 
of the map mirrors the eastern 
edge; it's an eventual dead end, 
but does contain several of the 


Giants’ Temples. You'll find 


Figure 8.9 Eliminate the Temples to cut off production of more enemy many Mountain Giants 


Giants. 


protecting the western region. 


Support your Heroes with the Throwing Axemen and Heavy Hoplites. Assault and destroy 
all the Temples before returning to the intersection. Now head north, to discover a new 
problem—the Giants have blocked the path with a boulder wall that can only be destroyed 


with siege weaponry. 


had 


<2 New Objective: Build up a detensive base near the boulder wall and advance to the 


Heroic Age. 


Select your Throwing Axemen and have them build a Town Center on the unclaimed 
settlement and an Armory. Produce gatherers and Dwarves at the Town Center and begin 
collecting resources, particularly wood and gold, which will fund the structures and the 
Portable Rams required to level the boulder wall. Defend your town from any Giants that 
attack (if you missed any during vour trek through the mountain paths). 

Advance to the Heroic Age as soon as possible. You can choose to worship Njord or 
Bragi. Njord otters the Walking Woods god power, which causes trees to animate and attack 


Don't forget those pigs you discovered 
earlier in the mission! Move a unit to the 
enclosed pen and break down the stone 


wall. Move the pigs to ycur Town Center, 


{ research Husbandry, wait for the pigs to fatten, then 
\ use your gatherers to start collecting food. 


nearby enemies. Njord also provides improvements 
to Jarl and naval units, and offers the Kraken and 
Mountain Giant mythological units. Select Brag: 
for the Flaming Weapons god power, the Battle 
Boar mythological unit, and the improvements to 
Ulfsarks. (You won't have naval units, so Njord's 
naval improvements and units are useless.) 
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<> New Objective: Build siege weapons and break through the boulder wall. Destroy the 


Giants’ Temples to weaken their attacks. 


Shift resource-gathering units to wood, unless you have enough to build the Hill Fort and to 
start producing Portable Rams. Build the Hill Fort when possible, and a Longhouse, if you 
wish to produce its units. Build a Temple and bolster your army with mythological units and 
Hersir, and build a couple of Portable Rams at the Hill Fort (You need them to take down the 
boulder wall.) Research improvements as resources become available. 

You will face more 
Giants after breaking 
through the wall, so 
invoke Healing Spring in 
your town (if you haven't 
already) and use the god 
power to heal your units 
before pushing forward. 
Make sure to add more 
units to your army. Start 
pummeling the boulder 
wall with your Portable 
Rams (see Figure 8.10). 
After you inflict signifi PE le 
cant damage to the wall, elan Legt Ge 
a new twist interrupts the 
mission. The enemy 


invokes the Forest Fire bd Frye Ak AEN £ 
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god power on the 
western, eastern, and 
southern edges of the 
map. This burns down 
the forest, paving the way 
for more Giants to invade the area. 


New Objective: Escape the Giant army. Move Skult, Arkantos, and the Folstag Flag- 
Bearer to the north end of the pass. 


Figure 8.10 You must construct Portable Ram siege weapons to break 
down the boulder wall blocking the path to the exit. 


There's little time to waste. Move the Portable Rams out of the way (you no longer need 
them) and start advancing beyond the boulder wall. You can lead with the Flag-Bearer to 
utilize his enhanced line of sight, but be prepared to have him retreat behind your military 
units. Expect your town to be ravaged by god powers. Ignore that, and continue north toward 
the exit. Eliminate any lurking Giants with your Heroes and military units. 

You'll reach a forest blocking the path. Fortunately the Gods are smiling on you: The 
Gods invoke Forest Fire to clear the path. After the trees burn, move your Heroes, Skult, and 
the Flag-Bearer north. The mission ends in victory once Arkantos, Skult, and the Flag- 


Bearer reached the marked area on the northern edge of the map. 
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_Missions 25-52 
CCalkthrough 


rkantos seeks the aid of the Norse in Scandinavia for help 
against theterror of Gargarensis. While you'll find some 
llies among the Norsemen, others aren‘tas friendly, and will fight to 
revent your incursions. Guide Arkantos and his Hero comrades 
hrough dangerous, snow-covered Scandinavian lands to search for 
jew allies who can help foil Gargarensis’ plans for domination. 


Juring the first six missions of this chapter, Arkantos must rely on the 
Vorse culture. You will no longer use Greek or Egyptian units and 
echnologies, or worship Greek or Egyptian gods. Instead, 

earn the tactics of the Norse (see Chapter 5 

Êthis strategy guide) and use them 
odefend yourself against the 
orces of Gargarensis and of 
ival Norsemen. Arkantos 
vill revert to Greek units, 
echnologies, and gods 

or the campaign'’s final 
wo missions. 


CCGelcoming Committee 


Enittal Objcctiue 


<> Protect Skult and the Folstag Flag Bearer. 


Map Mighhights 
Às your mission begins, a small battle is raging not far from you. Eventually you'll need to 
deal with nearby Norse clans in the northwest, northeast, and southeast corners of the map. 


Battle Plans 
When the mission starts, get Skult and the Folstag Flag-Bearer behind your troops and out 
of enemy range. Send in your Heroes to battle the attacking Norsemen. Support your Heroes 
with your military units, which include Hoplites, Toxotes, Throwing Axemen, and Heavy 
Raiders. A new objective appears once all attacking Norsemen have been eliminated. 


<2 New Objective: Create an ambush. Built at least five Towers. 


Enemy bases are in the northwest, northeast, and southeast areas of the map. More bad news: 
You won't be able to produce military units for the duration of the mission. You also have the 
Healing Spring god power, which can be used between attacks to mend the damage to your 
units. Position the Healing Spring in the center of the map, because you'll be passing through 
here often to reach other enemy bases. 

The hill at the center of the frozen lake makes an optimum ambush point. Construct five 
Towers around the perimeter of the hill; place the Healing Spring at the center of the hill 
protected by the Towers. Use the downtime during Tower construction to heal your wounded 
units by placing them adjacent to the Healing Spring. A new objective appears after building 
five Towers. 


<p New Objective: Use the Folstag Flag Bearer to lure the clan leaders into an ambush. 
Defeat all three leaders. 


The enemy bases are revealed on the mini-map. 
Move your troops to the outskirts of the north- 


[he Cod powers Bronze and Flaming 


Weapons are available to help during the west base. Scan the ep pride 
ambushes. Don’t invoke them unless it's | Enemy tr Oops inside. The Hersir inside 
absolutely necessary, such as when your }___the base is considered the leader. Killing the 
army ís struggling against one of the Norse clans. Always leader converts the town and its resources to 
retreat to your Towers before invoking for added defense! your cause. 
Td Lure the enemy troops out by moving the 


Folstag Flag-Bearer close to the town. You may 
be surprised at the ferocity of their assault. Order the Flag-Bearer to retreat behind your 
Towers placed near the frozen lake, and engage the enemy with your ground troops near these 
defensive structures. Use your Hoplites against enemy cavalry and your Heroes and ranged 
troops against infantry. If the Hersir attempts to flee the town, focus all attack on him. Kill 
the Hersir, and the town and its remaining military units are converted (see Figure 9.1). 
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You still can't produce military 
units; the added resources will fund 
only Towers and the Crenelations 
improvement, which causes [owers to 
attack moving targets more effectively. 

Make a pit stop at the Healing 
Spring and ensure all of your troops are 
healed. Spend resources gained from 
eliminating the first Norse clan to 
build additional Towers near your 
ambush point. Lure the enemy from 

‚the northeastern base out with the Bn EE ES 
Folstag Flag-Bearer, but dont get the É - AL mx [gr ek En EG N | 5 PA 
Flag-Bearer killed. Retreat to vour : at Ue bile Oi 
ambush point. Target the enemy 6 Aeensn 
Ulfsark primarily with your Throwing Figure 9.1 Defeating the town leader provides additional 
Axemen and Toxotes. Order your resources for your army. 

Hoplites against the Jarl. Support both 

squads with your Heroes Target the enemy Hersir 
once he's lured outside the base to gain further 
resources to spend on more Towers. 

Follow the same procedure with the final enemy 
base, which can be found on the southeastern side of 
the map. You should have plenty of resources at this 
point, so bolster your attack with plenty of Lowers. 
Spend all remaining resources on Lowers facing the southeastern base. Champion Ulfsarks, 
Raiding Cavalry, and Ballistas populate the final town. Lure them out with the Folstag 

Flag-Bearer and battle near your 
defenses (see Figure 9.2). Counter 
the Ulfsarks with Throwing 
Axemen and Toxotes, and counter 
the Raiding Cavalry with 

Hoplites. 

If you sull have Flaming 
Weapons or Bronze, invoke that 
god power to assist in this final 
battle. It's vital to conduct the 
battle near your Towers. If you spot 
the Hersir as he 1s lured from the 
| beke town, focus all attacks on him. As 
‚ieamwas … WBP soon as this third Hersir dies, your 

len ONS Ze mission ends in success. 


You can build walls along with 
the Towers. Construct walls near the 
ambush point to create choke points 
forcing the enemy units toward your 
concentration of Tower firepower. 


pn mn re ne me nn ee dm 


Figure 9.2 Use the Flag-Bearer to lure enemy units out of 
theír town and into your ambush. 
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Initial Objective 


45 Follow the trail to the first Norse clan. 


Map highlights 


You begin on the northern section of the map. [he Blackhammer clan can be found just 
south of your start position. Explore the western edge of the map to discover the Lothbrok 
clan. Finally, the Forkbeard clan can be found on the southern part of the map. 


Battle Plans 


kh EES 5e dâ frolls guard several rích gold mines. Use BEE 
gold to strengthen your army. lfyou run out of gold, 

t's time to mount the attack against the Trolls and thefr 

underground passage. 
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Arkantos, Ajax, Amanra, and Chiron begin with new allies: The Valkyrie Reginlief and 
Shieldmaidens join a group of Huskarls in assisting your Heroes. You must locate three proud 
and independent Norse clans and somehow convince them to band together in the battle 
against the nefarious Gargarensis. 

‘Trolls are attacking the Blackhammer clan, just south of your start position. Quickly 
move your units south and eliminate the attackers. When you have defeated the rolls and 
moved south into the Blackhammer base, the Blackhammer clan offers your group the use of 
their buildings and units and a new objective. Fulfill the objective and the Blackhammer clan 
will be convinced to join your cause. 


<> New Objective: Defeat the Trolls in the mines to the north. 


Youre provided with gatherers and Dwarves to begin resource collection. Position your 


Heroes on the southern edge of the base—the next wave of Irolls will arrive from that direc- 


tion to assault the Blackhammer structures. 
Scout the southwestern area of the base to 
discover goats, farms, and a Dwarven gold 
mine. 

Send the Norse gatherers to farm (wait 
until the goats fatten before processing 
them) and the Dwarves to mine gold. There 
are a couple gatherers near a forest; start 
collecting wood with these units. You are 
provided with the Dwarven Mine god power to begin the mission. You can invoke this power 
should you run out of gold before defeating the Trolls. 

Your Heroes should be able to handle the trolls, though you can use Blackhammers 
military structures to produce additional units. New rolls will arrive periodically through an 
underground passage. Don't attack the passage first, though; concentrate your attacks on the 
Trolls. Eliminate all the Trolls and then start attacking the underground passage. As you 
attack, more [rolls emerge from the passage. Shift attack off of the passage and onto the 
Trolls. Defeat all Trolls and the underground passage to complete the objective and win over 
the Blackhammer clan to your cause. 


Ld 
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<> New Objective: Exit the mines and find the second Norse clan. 


The Blackhammer base becomes yours. Scan the 
town and make sure any new gatherers are active and 
collecting resources. Scan the area near the former 
underground passage to discover a new group of 


Technícally, you don’t have to build 
the Towers on the actual flag sites. 
To accomplish the objective, just 
build the five Towers near the 


Dwarven miners and an Ox Cart. Free them by  Aosaaelles aroUKtfe LAIhDfk base 
destroying the stone enclosure. Start mining the 
plentuful gold in the area. 

Once again it's possible to remain steady inside the Blackhammer base and concentrate 
on resource gathering before heading west toward the next Norse clan. Concentrate on wood 
gathering to fund your upcoming objective. 


Advance to the Heroic Age 
ej vn mn ER 5 U Er before pressing onward. After 
net SET - B Age-advancement you can choose 
es | | | to worship Skadi or Brag;; both 
offer useful god powers and 
mythological units. Spend the 
resources necessary to improve 
your military. Then it's time to 
proceed through the south passage 
and across the frozen river to find 


the Lothbrok clan's base. 


<> New Objective: Build five 
Towers near the flagged sites 
around this Norse village. 
‘To convince the Lothbrok clan to 
join your cause, simply assist them 
in defense by constructing four 
Towers at their designated areas 
(see Figure 9.3). Move in Norse military units and begin construction of the Towers on the 
flagged sites. Move other units to the southern edge of the Lothbrok base—an assortment of 
enemy Giants is approaching from 
the south to attack the clan base. 
Eliminate the Giants and continue to 
build. A new objective appears once 
all four Towers are in place. 


Figure 9.3 Use Norse military units to construct five Towers 
near the marked locations. 


pe} 
| of 


ed Before heading east to locate the third Norse clan, locate the path 
<> New Objective: Cross the river to south from Lothbrok’s base—it’s along the western side of the map. 
the east to find the third clan. Advance south with your Heroes in the lead (plus any Hersír or Jarl 
Vouilifndkihediarkbeard EE just ZEE you've created, whích are also effective against mythological units). 
Ô $ Several Mountain and Frost Gíants attempt to impede your attack. 
of Lothbrok terr Itory. Before heading Defeat them with your counter mythologícal units. Destroy the 
their way, however, you should Temple to stop the Giants’ production. Resume course east from 
continue to gather the resources you'll Lothbrok's base to locate the third Norse clan. 
Union KK 17 
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need to advance to the Mythic Age. You must choose to worship either Baldr or Tyr upon 
advancement. Baldr offers the Ragnarok god power, which turns your gatherers and Dwarves 
into mighty warriors. Baldr also provides the Fire Giant mythological unit; yr offers bonuses 
to Ulfsarks and provides the Fimbulwinter god power. Select Baldr for the powerful Fire 
Grant mythological unit and the potential to use Ragnarok should you need the added fire- 
power against the final enemy Giants. 

Move your military units east from the Lothbrok base to find Forkbeard's clan, and 
discover how you can help him. Fulfill his objective and he will band with the other two clans 
and join you against Gargarensis. 
<> New Objective: Destroy the Watch Tower to free the third clan leader’s daughter. 


A new location appears on your mini-map: the tar southern corner of the map, where 
Forkbeard's daughter 1s being held. You'll face an assortment of Giants on the way to the 
southern corner, including Frost, Fire, and Mountain Giants. Use resources to acquire 
improvements at military structures such as the Armory. Add more Hersir—effective against 
mythological units—and Portable Rams—effective against Towers, walls, and buildings —to 
your groups. 

Advance south into the Giants’ base. Move slowly to trigger the fewest enemies possible. 
Lead the attack with your Heroes, and support them with Hersir and other military units. 
Topple the Temples to cut off Giant production. Continue pushing south and eliminate the 
defenses around the location of Forkbeard's daughter. 

One final task remains: destroy the Tower in the southern corner of the map to free 
Forkbeard's daughter. Surround the Tower with your units, and topple it. When this is done, 
you'll have gained Forkbeard's allegtance and united all three clans, completing your mission 
In SUCCEeSs. 


The Cell of Urd 


Initial Objective 


<# Build an army and destroy the gate to the Well of Urd. 


Map Mightights 
The five Heroes start in the southern area of the map. The gate protecting the Well of Urd is 
revealed on the mini-map and can be found near the northern edge of the map. Gargarensis 
base protecting the gate is massive and covers most of the upper half of the map. A small 
enemy outpost can be found to the west. You'll construct your town on the entire south- 
eastern corner of the map. 


Battle Plans 


Arkantos, Ajax, Chiron, Amanra, and Reginlief command an army of Jarl, Huskarls, and 
Raiding Cavalry in the southern area of the map. Scan the mini-map to discover the location 
of the Well of Urd. Although your town won't face much aggression (occastonal attacks from 
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the west and northwest), the enemy 
has a very stuff defense. You'll have to 
punch through it in order to reach the 
gate. You'll need a substantial army to 
defeat the mighty defenders protecting 
the gate to the well. 

Begin by using the Huskarls to 
build a Temple your start position. 
Ás soon as the Temple has been 


You're worshipping Odin for the mission, which 
means a Temple provides two free Raven scouts 

when you reach the Cíassicai Age. Should a Raven 
die, it wilt reappear at the Tempie. Use the Ravens 
first to scout the area around your base for additionati resources, 
then to scout the Well of Urd to gauge enemy defenses. 


completed, advance to the Classical Age. It would be wise to worship Heimdall: This Minor 
God's Undermine god power can crumble enemy walls and Towers, giving your invaders the 
ear Upon advancing, you also should build a Longhouse and Armory. 


Mt EEN OE Scout the area for resources 
‘ : he í Ceapical Age ï 


di er Wi Pd 3 with Odin's two Raven scouts (see 
| 8 Figure 9.4). You'll discover two 
gold mines on the hill west of 
town. (Enemies will disturb your 
resource collectors here.) Berry 
bushes and roaming caribou (use 
Odin's Great Hunt to increase 
their numbers) provide early food 
sources. More berry bushes can be 
found to the far east of town. 

For additional food, scout the 
far eastern corner of the map for 
hunting grounds. ([t's wise to 
exhaust hunting options: Among 
the Norse, hunting gains favor.) 
There's also a relic there, which 
one of your Heroes should grab 
and garrison in your Temple. 
Finally, protect your gold mines and Dwarves with a couple of Towers. The enemy will send 
the occasional cavalry or ranged unit to disrupt your resource gathering. 

Advance to the Heroic Age after building the Armory. Choose to worship Skadi or 
Njord. (Skad1’s Frost Giant is a valuable mythological unit.) Also construct a Hill Fort WAR, 
and Market after Age- advancement. p 3 
If you wish, build a couple of portable 


rams and level the enemy's western | There's asecondary enemy outpost to the west of 
4 your base. lt houses a Town Center and gold mining 


operation. it's possible to level it with your current 


Figure 9.4 After reaching the Classical Age, send Odiíin’s 
Raven scouts to explore the area around your base for new 
sources of food and gold. 


outpost, with support from your 
Heroes and troops. 

Both attacking quickly and ij when you can produce portable rams. There's also a reiic near 
building up are double-edged swords. this outpost. 
If you attack quickly, you won't have 


troops, so it might be wiser to wait untif the Heroic Age, 


the most powerful troops the Norse have to offer but Gargarensis’ defenses will be weaker. [f 
you wait to attack, vour army will be stronger but so will Gargarensis. You should definitely be 
patient about your mission until you've reached the Mythic Age. You need the most powerful 
units and improvements available before attempting an assault on the mighty defenders 
guarding the well. Build the necessary Houses to support a large army. Use the Market to 


trade resources mn order to advance to the Mythic Age as quickly as possible. Once you do, 
you can worship either Baldr or Tyr, but consider Baldr for the Ragnarok god power— you 
can turn all your gatherers and Dwarves into Heroes, adding great power to your assault. 
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Before approaching the outskirts of the well 
gate, consider using your military units to 
construct Towers and Hill Forts to aid in the 


assault. These structures provide an added 
attack, and could distract enemy forces facing your own 


units. Acquire all Tower improvements. 


Start acquiring military improvements at the 
Armory and other military structures. [rain 
Hersir and Jarl, the units most effective against 
mythologrcal units. Construct three to five 
portable rams to level Towers, gates, and other 
enemy structures quickly. You also should 
complement your army with Frost Giants or Fire 
Giants, if you chose to worship Skad: or Baldr, 


respectively. 


‘There are a couple of avenues for your assault. The enemy’s base covers much of the 
northern area of the map. You can head directly north from your base, or head west and 
beyond the enemy 's outpost, and proceed north from there. It might be best to take the 
quicker route, straight to the north. Gates, walls, and Towers protect enemy territory from 
your invasion. You should advance slowly and take care to eliminate all Towers and defensive 
buildings you encounter. The enemy will reinforce its massive defensive army. Destroy mili- 
tary structures (primarily situated south from the Well of Urd) to prevent more enemies from 


entering the action (see Figure 9.5). 


Lure the enemy to your units. Don't rush haphazardly into the area around the gate, or 
En will find yourself overwhelmed. Target myth umts with your Heroes, Jarl, and Hersir; 


Figure 9.5 Theenemy offers a mighty defense. Eliminate 
their military structures to avoid facing reinforcements. 
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counter Norse human units with your 
appropriate troops and mythological units. 
It's possible that you will fail in the first 
assault. Make sure you eliminate as many 
enemy structures as possible before 
conducting the battle, so the enemy cant 
reinforce its defense. If you are beaten back, 
continue gathering resources and use the 
Market to trade resources as needed. Keep 
producing a mixed group of units to gear up 
for another assault. 

‘There's no time limit for the misston, so 
don't hesitate to build up a dramatic amount 
of resources to fund all Armory improve- 
ments and multiple armies. Switch to 
farming, once you've exhausted all the 
berries and hunting options. 


<2 New Objective: Defeat all of the myth units 


defending the Well of Urd. ij | Save Skadi's Frost god power for the 
Remove all enemy mythological units from the | assault near the gate. You can invoke the 
area (Fire Giants emerge from the Well of | EE AES jat 
Urd). When the gate falls and all enemy myth | ín the area. This can buy you extra tíme to 


elimíinate nearby Towers or to focus attacks on any 


units have been defeated, the mission ends in unfrozen enemy units. After the enemy thaws, attack! 


victory. 


Beneath the Surface 


Initial Objectioe 


<5 Kill the Fire Giants that guard the 
Gate Ram before the Tartarus 
Gate opens. 


Map Dighlights 


Your forces are separated at the beginning df EE mission. ARES Ar: fan Chiron, 
and Reginlief start in the Underworld, near the map's center. Your base, which includes a 
Town Center, Temple, and Longhouse, can be found on the western side of the map. The 
Giant Ram lies in the far eastern area of the map. 


Battle Plans 


Your Heroes have entered the Underworld and find a Giant Ram attempting to break down 
the Erebus Gate. You must prevent the Ram from breaking down the gate by defeating the 
Guardians around the Ram, a group of Fire Giants. Although your Heroes are near the maps 
center, the bulk of your base lies out of the Underworld, on the western side of the map. 

You don't have a whole lot of tirne to waste. You can monitor your remaining time by 
clicking on the Erebus Gate to learn how many hit points remain or the “Percent Damage to 
‘Tartarus Gate” indicator in the upper right corner of the screen. To be safe, you should begin 
your attack on the Ram before the gate’s hit points drop below 10,000. In order to meet this 
timetable, and to fund plenty of units and many, if not all, military improvements, you IÌ need 
a strong economy. You're provided with Dwarven Mine, Healing Spring, and Frost god 
powers. You can't build structures in the Underworld, however, so Healing Spring can't 
be used to assist your armies once they've 
moved through the underground Paed f Scout the area in the Underworld near the Welf 

Select your Town Center immediately, Ì__of Urd. Send your Heroes to do it (but avoid the 
and queue up 10 more gather CES. northeast). You wifl uncover more gofd mines 
Concentrate initially on food gathering | __and several refics. Have your Heroes snatch the 


(your Ulfsarks can scout to locate more reflcs and head back through the underground passage to 
goats north and northwest from your your base above ground. Garrison the refícs ín your Temple 


Û to galn their benefits. 
Town Center). Food sources can be found Na 
Beneath the Surface 4 Nb) 


The key to thís mission ís not to get too tangled up 
with the Norse fort above ground. They are more 

dangerous than those below ground. An earfy assault 
might críppíe the aboveground forces, but if this fails, 
it ís better to get underground quickty and just try to hofd off the 
attacks above rather than effminating the enemies one at a time. 


around the Town Center, including berry 


bushes to the west and animals to hunt to 
the east and south. Exhaust these options 
before processing the goats (they need to 
fatten) and starting to farm (see ligure 9.6). 
Research Husbandry to speed up the 
domestic animals fattening ratc. 

After the gatherers are finished, 
produce an Ox Cart and a few Dwarves and 
send them into the Underworld to mine the 
gold southwest of the Heroes’ start position. 
You will want six to seven Dwarves mining 
gold. Once you've exhausted the gold, scout 
further southwest for another mine, or go 
through a passage to the north for another 
mine. The Dwarven mines in the 


Figure 9.6 You're on a fast timetable for this mission. Gather Underworld don't last long SO continually 
resources quickly, to fund the military campaign necessary to 
topple the enemy’s Kam. 


monitor your collectors. 

Once you have produced the Dwarves, 
build four or five gatherers and send them 
mmm east of the Town Center to start collecting wood. 

$ IRvosét MESRSEDSNEURNE Well | (Position an Ox Cart nearby— particularly af your food 
of Urd and another gather point from gatherers are there hunting.) You need wood to fund 
the other end of the Well, units will | structures and improvements. Use your Ulfsarks to build 
automatically move through them. Houses until you've maximized the population cap. 

Ässign your Ulfsarks to construct a Hill Fort and a 
Market. You could start producing units at this point, 
but it's more important to reach the Mythic Age in order to get various military improve- 
ments. [rade resources in the Market to meet the requirements for the Mythic Age as soon as 
possible. 

Advanee to the Mythic Age when possible and worship Baldr over Tyr. Baldr's Fire 
Giant mythological unit offers excellent power (although he'll have to be added to the fight 
after it's started, since you likely won't be able to afford the favor requirement at first). Plus, 
Baldr’s Ragnarok god power can turn gatherers and Dwarves into Heroes, providing add1- 
tonal might. 

Start producing Herstr and Jarl. You can produce Hersir at both the Longhouse and the 
Temple; create Jarl using the Hill Fort. [fyou can afford it, start upgrading your cavalry units 
at the Longhouse or Hill Fort, and your weapons and 

Ga armor at the Armory. You need to keep producing until 
Invoke Dwarven Mine ín the Mythic 5 . 
Banen you ve reached the population cap. n 
vinhevee OPO avalnble so Remember, monitor the hit points remaining to 
won't have to worry about reposi-__ the Erebus Gate. You must attack when at least 10,000 
‚__hit points remain. 


DE En len in En ti 
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Advance northeast across the lava bridge. Lead with your Heroes so they can take the 
brunt of the attack from the Fire Giants standing guard. Send in your Hersir and Jarl, both 
effective against myth units, and focus attack on a single Fire Giant. Eliminate the defenders 
and head south toward the Ram. 

The enemy's defense is formidable. You'll face 
Fire Giants, Trolls, Throwing Axemen, and Jarl. 
Target the Fire Giants first; they're the most 
powerful. Eliminate all Fire Giants, then target 
Trolls and remaining military units. During the 
battle, shift your attention to your own military nn nn > 

‚structures and replace dead units with 
new ones. Invoke Skadi's Frost god 
power during the battle to remove 
some of the enemies from the battle 
temporarily. You'll have more success 
facing fewer enemy units for the dura- 
tion of the god power. 

Ignore the Ram and concentrate all 
attacks on the defending enemy units 
(sce Figure 9.7). The mission ends after 
the Fire Giant defenders around the 
Ram are eliminated. You may spot a 
large enemy army approaching from 
the south—one that's likely too 
powerful for your remaining units to 


combat. Thankfully Arkantos orders zl NE 6 ke SS Pm 4 


4 ee to the Well of Urd and the Figure 9.7 You don't need to defeat the Ram ín order to beat 
mission concludes tn success. the mission. Only attack the defending enemy units to 


Cnlikelp Ineroes 


Entttal Objective 


$P Protect the Dwarves while they cut the haft from the taproot. 


Map highlights 


Your forces are split at the beginning of the mission. Your Heroes are on the western side of 
the map, protecting Dwarves who are mining gold and excavating the taproot. On the 
northern side of the map, separated from your western army, are a handful of friendly troops 
and a cart carrying the head of Thor's Hammer. The enemy will attempt to shatter the Hades 
Gate in the map's center, and you'll encounter other enemies around the eastern side of the 
map and, eventually, the southern edge of the map. 


After crossing the bridge and 
defeating the Fire Giants standing 
guard, allow Reginlief to heal your 
units or remain idle so any Valkyrie 


Unlikely Heroes KK LU 


Battle Plans 
Arkantos, Ajax, Amanra, Reginlief, and a Dwarf Hero, Brokk, protect a couple of groups of 
Dwarves on the western side of the map. You must excavate the haft of Thor's Hammer from 
the taproot just south of the gold mine. To do so, simply assign Dwarves to the taproot, as if it 
were a gold mine. 

You are provided with plenty of Dwarves, but must decide how to split them up. Keep in 
mind that you will receive reinforcements throughout the mission, depending on how much 
gold you manage to mine. The more Dwarves assigned to the root, however, the faster the haft 

gNING can be cut from the taproot. Consider six Dwarves on gold (protect them with your Heroes) 
Ng, and the rest on the taproot. It's a 
Dn fair balance, and permits the fast 


An 


ed zen Sandt nde VMT 


G 


OA B Don't move your western troops too far to the northeast. arrival of reinforcements (more 
lid Â Depending on the difficulty level, a Norse Nidhogg dragon may reinforcements for every 400 gold 
MAES / lurk nearby. Wait until you have several reinforcement groups 
As f collected). The Dwarves warn of a 
(particularly Throwing Axemen) before attempting to take down b h £ 
‚ this beast. Reginlief is the best Nidhogg killer in the game because she has a nearby gate wher Ee od O 
huge ranged attack with bonus damage against myth units. As long as she Enemy mythological units 
can fight the dragon, you should have no trouble. attempt to break through. Avoid 
nn ennn the gate because the enemy units 


are too strong to tight. 


<> New Objective: Finish cutting the haft from the taproot and bring the two pieces of the 
hammer together. 


Eitri arrives at the eastern side of the map with another set of forces— Valkyrie, Hersir, and 
the second Dwarf hero, Eitri—to the east. Included with the forces aré an Ox Cart and a 
second cart hauling the head of Thor's Hammer. You must reunite the head with the haft to 
complete the mission. Unfortunately, you 
cant go directly west; you must take the 
long way! 

Maneuver the eastern group along the 
path around to the west. You'll discover a 
couple of enemy Trolls guarding a group of 
imprisoned Dwarven gold miners (see 
Figure 9.8). Kill the myth units and destroy 
the gate to free the Dwarves. Continue east 
to discover a Dwarven gold mine guarded 
by more myth units. Position the Ox Cart 
near the mine and assign all of these 
Dwarves to gather gold. Beware of a nearby 
Chimera. Counter it with your Valkyrie and 
Hersir. Don't let the Valkyrie be killed, 


however. She can heal your units. 


Figure 9.8 Free these Dwarven miners and use them to mine You've likely received your first batch of 
gold to fund reinforcements. 


reinforcements by now. Select them in the 
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southern corner of the map and send them north to rendezvous with your Heroes. Maintain 
position there and fight any enemies that arrive. The second reinforcement group contains 
Dwarves. Escort them to the taproot and assign them to help excavate the haft. 

Shift back to your eastern group. Scout northwest of the gold mine to discover three 
‘Trolls protecting another Dwarven gold mine. Defeat the Trolls. Move to this new mine once 
the first has been depleted. You also possess the Dwarven Mine god power, which can be used 
to create another mine. 

Your eventual goal is to reunite your western and eastern troops by meeting somewhere 
in the middle. Your eastern troops aren't very strong and never will be, but your western 
Heroes continue to be reinforced (at least until all the gold has been used). Defend your posi- 
tions until you receive several reinforcement groups, then begin to advance. The enemy even- 
tually breaks through the rockfall at the bridge, which will cause enemy attacks to come from 
south of the taproot. These 
enemy myth units are very ; 
strong and you will need to “ é 
migrate your forces, 
including the taproot once 
its excavated, toward the 
northeast. 

You'll do most of your 
battling using your 
western troops. Start 
moving east across the 
northern edge of the map. 
Defeat the Nidhogg with 
your ranged units, and face 
several groups of enemy 
‘Trolls. You should have 
little trouble plowing 
through the Trolls, given 
your huge numbers of en een. 
reinforcements. For even Figure 9.9 Rescue these Hersír and add them to your attack groups. 
more units, search the 
northern corner of the map to find a group of imprisoned Hersir (see Figure 9.9). Free them 
by attacking the gate enclosing them. Add them to your group and head south to meet your 
western troops and the cart carrying the other piece of Thor's Hammer. 


<> New Objective: Bring the two pieces of Thor's Hammer together. 


After you uproot the haft of Thor's Hammer in the western area of the map, this new objec- 
tive appears. Move your larger forces around to the eastern side of the map to meet the 
smaller band guarding the cart that carries the head of Thor's Hammer. You'll face more 
Trolls and Fire Giants along the way. After uniting your forces, start heading back with the 
hammer's head along the northern edge of the map and to the west. When the two pieces of 
the hammer are near each other, the mission ends in success. 
Unlikely Heroes KK 10 
{ 4 


EIN Ts Dot Lost 


Initial Objective 


<2 Find the abandoned mining town and build a Town Center there. 


Map highlights 
You begin on the eastern side of the map. [he nearest unclaimed settlernent can be found just 


south of your start position. Gargarensis forces cover the northern and far eastern sides of the 
map. Odysseus’ reinforcements eventually arrive from the west. 


Battle Plans 


À small squad of Ulfsarks, a group of six gatherers, and an Ox Cart join your Heroes on the 
eastern side of the map. You possess two god powers to start the mission — Dwarven Mine 
and Healing Spring—that can be used during the mission. Move your units south to locate 
the nearest unclaimed settlement. 

Order your Ulfsarks to construct a Town Center on the settlement. There are several 
gold mines, wolves, and bears near the settlement. Position the Ox Cart near the animals, 


and use the gatherers to hunt the animals and gather food. A new objective appears after 
completing the Town Center. 


<> New Objective: You have 10 minutes to build your defenses before Gargarensis attacks. 


You must work quickly to build a viable defense against Gargarensis’ threatening force. Scan 
the area around your Town Center for food sources. You'll discover caribou west of town, 
wolves southwest of town, and boars along the southern edge of the map. Hunt these animals 
before resorting to farming. 


Às you gain food, produce eight more gatherers and 
assign four each to gold and wood gathering. Once you 
EEE have the resources, produce Dwarves, and use them to 

enorie emee mine more gold; shift the gatherers off gold and onto 
to gain its benefit. wood. You want a large amount of wood as quickly as 
| possible, to fund Towers. 

There are three entrances to your base. Some walls 
and Towers are already in place, but you'll need more for your defense. Move a couple of mili- 
tary units into cach of the three entrances. Complete the outer wall in each entrance. South of 
each outer wall, build a couple of Towers. South of the Towers, build another wall to block the 
entrance. South of that wall, construct another Tower. Repeat until you've built three to five 
Towers in each entrance and clogged the area with walls (see Figure 9.10). 

By the time you ve begun wall construction, build an Armory to prepare to advance to the 
Heroic Age. Use your military units to construct a Longhouse and Hill Fort. Produce some 
Hersir, Ulfsarks, and Throwing Axemen to further protect your town from Gargarensis’ 
attacks should any enemy units sneak through. Use excess wood for more Towers near your 
walls. Improve units, weapons, armor, and Towers to bolster defense. 


Search the area directly west 
of your settlement to discover 
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<> New Objective: Survive for 20 minutes, until help arrives. 


An adequate network of EES 

walls and Towers should Ne nn vand 
hold off most of IE de e, Er | 
Gargarensis forces. Be ee ee Mr A A7 Mi 
sure to upgrade your EEE ie wei r oaysseus Si go 
wooden walls to stone 0 
walls upon reaching the 
Heroic Age. Also, research 
Masons and Architects at 
the Town Center to 
increase Tower hit points. 
Position other units to 
intercept any enemies that 
get through. Should | EN | | 
enemy units breach the 7 A nehaant | 4 ke | 
first or second walls, build 7 et | dd 5 
additional Towers at the ee 
southern end of the 


‚… 


Ie er 840 
| | Ce 
Ens SB dt 7 Pa 


| 

| 
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entrances to further ee 


weaken incoming Figure 9.10 Barricade the three entrances to your base with a network of | 
walls and Towers. 


enemies. 


<> New Objective: Fight your way to Gargarensis, located near the yellow flags. 


After 20 minutes, Odysseus arrives in your town with a large force of Myrmidon, Hetairoi, 
and Centaurs. It's time to counterattack against Gargarensis. Spend all you have on unit 
improvements, either at your military structures or at the Armory. Build gates in the walls 
blocking one of your base entrances. Escort Odysseus, his army, and your other Heroes and 
units out of your base, and advance north, toward the white flags. 

You will face many unit types, including Trolls | 
and Mountain and Frost Giants as you approach PA 
Gargarensis. Counter these enemy mythologtical units 
with your Heroes, Jarl, and Hersir. Counter Norse 
human units with your Myrmidon. After clearing out 
his protectors, approach Gargarensis at the marked 
position. The mission ends as you engage in battle. 


Leave a small group of Jarl and 
Hersir in your base to repel any 
counterattacks, particularly those 
that appear in the southern edge of 
your base. 


(Gelcome Back 


Enttiaf Objcctiuc 


$P Land your troops on Atlantis shores. Begin construction of a base by clamming a 
Settlement. 


Map Iighlights 


You begin the mission in boats (and with Pegasi scouts) on the western side of the map. Scout 
the land just east of your fleet to discover three possible unclaimed settlements. Captured 
Atlantean Prisoners can be found in various prisons across the eastern area of the map. Priests 
also found in the prisons can be used to tight Gargarensis formidable myth unit army or to 
heal your forces. 


Battle Plans 


Pegasi scouts guide your fleet to its destination. Iriremes, siege ships, and hammer ships 
escort your six transport ships to the cast. Before moving your fleet, select the Pegasi and 
search the shoreline to locate a viable landing zone. Be careful: There are several enemy struc- 
tures along the shore, including Towers and Fortresses. As you near the shore, Gargarensis 
welcomes you with a Meteor god power. Keep your units off land until the god power ceases. 
You'll discover two unclaimed settlements nearby—one 
enne north and one south. Choose the settlement to the south, 
ROSSI MIKBENIGU KNS because it provides quick access to other resources north and 
that appears at destroyed __south along the shore and is directly west of the gate the 
enemy buildings. enemy arrives from. 

Keep away from Towers as you unload your transport 
ships, and dont advance any units immediately except your 
siege weaponry. You need to eliminate the Towers and Fortresses before advancing other 
units. Topple these structures with your siege weaponry. Now you can use your other units to 
intercept the militia that appear from the destroyed buildings. Move your villagers to the 
settlement and begin construction of a Town Center. 


<> New Objective: Rescue 15 Atlantean Prisoners. Transport them to the flagged island to 
the west. 

A new objective appears after you complete the 

Town Center. You must rescue 15 captured 

Atlantean Prisoners to complete the task. New 

locations appear on your mini-map. These are 

the various prisons where the prisoners (and 


Search the shoreline north and south of your 
base to find more goats. Move them back to 
your town and use them as a source of food. 


Enemy naval vessels patrol the shores, so ‚ 
don’t move your scout too close to the water! Use your some Priests) are being held. 


own ships to eliminate these enemies if necessary. You must topple each prison in a different 
ent way. For instance, to free the prisoners, you 
might need to either demolish the Fortress 
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protecting the prison or eliminate the nearby mythological units. Scan each prison position to 
discover exactly what you must do. There's no rush to rescue the prisoners. Concentrate 
primarily on base defense before heading east into enemy territory. It's also possible to take 
advantage of the canals that penetrate the island. Use transport ships (protected by siege ships 
to use against enemy Towers) to raid the area around the prisons. Rescue the prisoners 
quickly then return to your defended base with the prisoners and your army on board the 
transports. 

Start producing villagers once you've increased the population cap. Scout north of your 
settlement to discover a second settlement, with nearby pigs and goats. Move these animals to 
your initial Town Center. Farm first until these animals fatten (research Husbandry at a 

Granary to speed up the process). Shift to these animals once they ve fattened. Prioritize food 
collection and gold mining first, in order to quickly advance to the next Age. Assign a couple 
of villagers to food gathering to fund housing and structures, primarily a Temple and Armory. 

Advance to the Heroic Age, 
where you can choose to worship 
either Dionysus or Apollo. After 
advancing, shift villagers to heavy 
wood gathering (taking several 
villagers from both food and gold). 
Start farming, if your food sources 
have been exhausted. You might 
also produce four or five more 
villagers, and send them to the 
Temple to worship. You will need 
to fund mythological and Hero 
units eventually. 

Use your wood reserves to 
start mounting a strong defense 


(see Figure 9.11). The enemy 


Figure 9.11 Protect the entrance to your base with a Fortress _ attacks solely from the narrow 
and many Towers. passage and gate east of your town. 


Build a Fortress near the gate. 
Complement the Fortress with six to eight Towers, and purchase Tower improvements 
including Burning Oil. Garrison units in the Towers to increase their power, and after each 
attack repair the damage to your Towers and Fortress. Research Masons at the Town Center 
to increase the hit points of your Towers 
and buildings and research Olympic 
Parentage to boost your Heroes hit 
points. 

Instead of advancing to the Mythic 
Age quickly, use your resources on 
mythological units such as Minotaur and 
Hydra, with a supporting mix of human 
units (build two to three Petroboli at the 


Á substantial defense at the gate is key to this 
mission for two reasons: First, the defense will 
protect your base and units from attack when 
youre actually in the base. And when you re 
outside your base to the east, you can retreat to your 
defensive structures to aid in the counterattack against 
pursuing enemies. 


Fortress, too) and all available Greek Heroes. 
Spend resources on improvements to the units at 
their respective military structures, and on 1mprove- 
deposit the prisoners) holds a relic. Send ments to weapons and armor at the Armory. Build a 
a Hero over to the island in a transport, Market to trade resources to fund these improve- 
then garrison the relic in a Temple to gain íts benefits. | ments, as well as your defensive structures. After 
| amassing a large network of Towers protecting the 
gate and a large army filled with mythological units, 
consider the advance to the Mythic Age. Worship Hera for the Lightning Storm god power, 
which you will use shortly. 

Use the Petroboli to demolish the enemy gate east of your town. Eliminate any nearby 
enemy Towers before moving your units east. Á second enemy gate lies further to the east at 
the end of the narrow passage. Destroy the second gate with your Petroboli. If the enemy 
counters with fighting units, retreat to your network of Towers before attacking them. After 
the second enemy gate falls, Gargarensis uses an Earthquake god power to level an Atlantean 
town. 

‘Fhe closest prison 1s due east from the gates. A mighty Citadel protects it. You'll have to 
destroy the Citadel to free the prisoners and Priests. Use the Petroboli to assault the Citadel 

em, from long range. Keep your support units close by; when the Citadel falls, the prisoners and 

| Priests immediately come under your 
control and could be attacked by the militia 
in the area and near the destroyed building. 
Quickly move the prisoners and Priests to 
your support units. Losing one wont be a 
problem, but losing all could mean trouble 
for the mission. 

To prevent enemy reinforcements, 
destroy every enemy military structure you find. Consider constructing a new network of 
defensive structures (Towers, Fortress) near the second gate east of your base. This will make 
retreat easier since it's closer to enemy territory and not beyond the cramped passage. Position 
rescued Priests within the passage, where they can heal your wounded units! Retreat to them 
as needed. 

[f you have the resources, build new Town Centers on the unclaimed settlements north of 
your town (and any you find in enemy territory) to increase your population cap over its 
maximum. Build more units and add them to your mobile army. 

Approach the Priest prison south of the demolished Citadel. A Fortress protects 
the prison from attack. Destroy it, and escort the freed prisoners back to your base. Add the 
Priests to your army groupings and heal your units as necessary. 

Avoid the prison that's furthest east for now. You must destroy the Temple to free the 
Priests there. Sounds easy enough, but it's protected by an enormous number of units, 
meluding a powerful Cyclops Hero named Polyphemus. You will have to deal with these 
foes eventually, however, when the next objective appears. For now, move to the prison to the 
east that is protected by four Towers. Demolish the Towers with your siege weaponry and 


The small island on the far western side 


ofthe map (where you eventually 


in enemy territory, large enemy counterattacks 
» arelikely. If you've advanced to the Mythic Age, 
consider using Heras Lightning Storm on the first 

large enemy army you encounter. 
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rescue the prisoners and Priests 

(see Figure 9.12). Then move to the 
northern prisons and rescue the pris- 
oners and Priests within them (elimi- 
nating the mythological units). Don't 
forget to topple any military structures 
you encounter. Once you've rescued 15 
prisoners, a new objective appears. 


<5 New Objective: Transport 15 
Atlantean Prisoners to the flagged 
island to the west. 


te astachthig Fortress 


Escort the remaining prisoners to your 
base in the west. Hold off any further 
enemy attacks with your army. Retreat 
to your network of Towers and Fortress 
for added defense against their attacks. 
Maneuver the prisoners to the western 
shore. Board at least 15 prisoners on 


Figure 9.12 Free the Atlantean prisoners and Priests by 
demolishing the buildings or Towers guarding them. 


one of your transport ships. Send the transport ship across the bay and west to the island 
marked with the blue flag. Disembark the transport and move the prisoners to the flag to 


complete the mission in victory. 


1 Place in Mu Dreams 


Initial Objective 


<7 Advance to the Mythic age and construct a Wonder. Zeus will reward you with his 


blessing. 


Map Mighlights 


You begin in the southeast section of the map. The mini-map reveals the location of four 
Plenty vaults, scattered across the northern and eastern sides of the map. The Living 
Poseidon Statue and Gargarensis guard the Hades Gate to the far northeast. 


Battle Plans 


Your primary goal is to build a Wonder, which means you must advance to the Mythic Age. 
You begin the map in the Classical Age, so resources will be your first priority. Use your 

current food stores to produce eight villagers immediately, and order them all to collect food 
from nearby animals and berry bushes. As you gather more food, produce an additional four 


villagers. 


You will need Houses to support these new units; assign one villager to build several. 
Build a Temple, once you're near the food requirement for Age-advancement (and produce a 
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trio of villagers to worship at the Temple for 
voe \ favor). Start assigning your villagers to the collec- 
unit. Thís unít will heal nearby wounded Á tion of gold and wood, leaving SIX villager son 
units. Keep the Valkyrie alive so your | food. Search the area north of the Norse base to 
units can be healed between battles. Also, discover more berry bushes. 
your Norse neighbor invokes a Healing Spring, which | During the mission, the neighboring Norse 
can also be used to mend your wounds. : f : 8 
and Egyptian villagers will send units to your aid 
(see Figure 9.13). The Norse village sends 
Mountain and Frost Giants; the cEn ptians send Anubites (and a Son of Osiris Hero). These 
villages will periodically offer units until the villagers are eventually destroyed by Gargarensis 
Construct an Armory and whatever military structures you desire (Military Academy, 
Archery Range, Stable). Enemy attacks arrive from the north side of your town, so line 
Towers up in that area. Produce three to 
four more villagers and order them to collect 
wood to fund these defenstve structures. 
Add mythological units and Greek Heroes 
to your army. 
ldeally, you should reach the Heroic 
Age before attempting to capture a Plenty 
vault. It's wise to have siege weaponry to 
topple any enemy structures you encounter, 
especially those protecting the vaults. 
Advance to the Heroic Age and select to 
worship Dionysus or-Apollo. (We chose 
Dionysus for the Bronze god power, which 
aids in both offense and defense.) 
Build a Fortress near your line of 
El Towers to further protect your base. 
Figure 9.13 Your Norse and Egyptian neighbors periodically _ Construct a couple of Petroboli and advance 
send reinforcements to aid in your defense. your units and stege weaponry to the Plenty 
vault lying second from the western edge. 
It's protected by a Colossus, Town Center, groups of Hypaspists and Peltasts, and a Fortress. 
Counter the Colossus with Greek Heroes, the Hypaspists and Peltasts with mythological 
units, and the Fortress with your siege weaponry. To capture the Plenty vault, simply select 
one of your units and move adjacent to the vault. Bombard any nearby enemy military struc- 
tures. Your Norse and Egyptian allies are 
attacked by Gargarensis’ Meteor god powers as 
The Son of Osirís Hero unít provided by 3 8 
hennen Plenty vaults. There is no way to save 
lightning attack, and also can empower a £_ them from destruction. 
buíldíng to increase its efficiency. Empowering ÌÌ There's another Plenty vault just to the 
your Temple causes the villagers’ worship to gain favor Ì east, guarded by a squad of ene my mythological 
units and a Temple. Demolish the Temple and 
eliminate the units, then capture the vault. 


— 
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faster, and speeds production of mythological units. 


Each time you destroy a Temple, Zeus 
grants you a Meteor god power (see 
Figure 9.14). Use Meteor against 
Gargarensis’ structures, either 
defending vaults or Temples, or those 
tough Fortresses flanking the 
entrances into his northern base. 
Protect your Plenty vaults from 
capture by building a couple of 
Towers near each. If an unclaimed 
settlement lies near a vault, built a 
Town Center as well. 

You should have resources ks 
pouring in at this point, and should 
begin switching all your villagersoff _ 'E£ 
their resource-gathering duties and Figure 9.14 Crush an enemy Temple and Zeus rewards you 
onto worshipping at the Temple. This _witha Meteor god power. 
will dramatically increase the rate at 
which you gain favor to fund improvements and 
mythological units. Build a Market if you havent 
already; advance to the Mythic Age; and worship 
Hera or Hephaestus. Selecting Hera provides the rr 
Lightning Storm god power, which should be increase the attack-damage of your 
used when defending your Wonder against \__mythological units. 

Gargarensis’ attack groups of Polyphemus, | 
Helepoli, and Champion human soldiers. Select 
Hephaestus if you desire another Plenty vault to further fund your military campaign. 

After advancing to the Mythic Age, monitor your resources carefully and start 
construction of the Greek Wonder as soon as possible. Send as many villagers as you can 
spare (all of them, if possible) and order them to assist in the construction of the Wonder 
(see Figure 9.15). Your captured vaults should fund any reinforcements you need to finish 
combing the map for enemy stragglers. Avoid Gargarensis to the north until the Wonder 
has been completed. 

During construction, continue to roam the 
map with your military units. Capture remaining 
vaults and, if you wish, destroy remaining 
Temples. Search the southeastern corner of the 
map to discover enemy Houses and another 
Temple. Search east of your town to discover an 
enemy Town Center and Temple, guarded by 
Colossi. 


Parentage improvement to increase the 
hit points of all Hero units. Research 


ltís a good idea to keep Arkantos close 

to your base as the Wonder nears 

completion. The final objective involves 
the story’s Hero and you don’t want to 
have to go rescue hlm in order to finish the scenario. 
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<> New Objective: Use the 
Blessing of Zeus power on 
Arkantos and destroy the 
Statue of Poseidon. 
À new objective appears after 
you finish building the 
Wonder: Zeus grants you a 
special power, the Blessing of 
Zeus. Before using the god 
power, invoke remaining 
Meteors on the Fortresses at 
the southern side of 
Gargarensis’ base (use a Pegasi 
to spot for the power). After 
exhausting the Meteors, invoke 
the Blessing of Zeus on 
Arkantos to turn your Hero 
2 into a nearly invincible warrior. 
Figure 9.15 Use all villagers to construct the Wonder, which completes Send your villagers back to the 
the mission’s first objective. Temple and worship for favor 
(to fund more mythological 
units or improvements). The Living Statue of Poseidon can be found near the Hades Gate to 
the north. Beware: Many champion enemy units, as well as Hero units, protect the area. 
The Blessing of Zeus has transformed Arkantos into a killing machine—he should have | 
no trouble defeating every unit and building on the map. He's not entirely invinable, though; | 
Arkantos hit points are very high but it is possible to lose him if you aren't careful. Pull him 
out of battles and give him time to regenerate before using him again. Head north with 
Arkantos, Greek Heroes, Petroboli, and a mixture of your favorite available mythological 
units. If desired, you can even move up forward villagers and use available resources to build 
Towers and a Fortress at the base of the entrance into Gargarnesis’ base. Lure enemy units 
here for added attack. 
Clear out any remaining enemy Fortresses with your siege weaponry. Lead attacks 
against units with Arkantos; follow with your Greek Heroes and mythological units. Lure the 
Statue of Poseidon toward your forces. Attack him with Arktantos—the Statue of Poseidon 
wont be able to withstand the combined power of Arktantos and Zeus. 
During the battle with the Statue of Poseidon, enemy mythological units arrive in hordes 
through the Hades gate. Ignore them and continue pounding on the statue. The mission ends 
in victory as soon as the Statue of Poseidon crumbles to the ground—ignore those other 
units! Gargarensis cries out in desperation as the statue falls. There's no one left to help him. 
With the aid of Zeus, Arkantos has defeated Gargarensis and reclaimed his homeland of 
Atlantis. Congratulations! You've completed Age of/Mythology’s challenging single-player 


campaign! 
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opefully by now you've read through the whole book and 

have a pretty good understanding of how the game plays. 
ou can beat allof the scenarios, and when you play against your kid 
ister, who just bought the game, you beat her easily. However, every 
me you try to play multiplayer on Ensemble Studios Online, you find 
ourself losing far more than youre winning. 


Vell, fear not. We can help the average player become much, much 
etter. These next five chapters will deal with specific expert aspects of 
he game, incorporating some of the tricks and típs that the Ensemble 
studios multiplayer test team has accumulated through months of 
laying Age of Mythology and years of playing real-time strategy 
ames. What is a “rush”? Why are the hotkeys important? 

Vhat food should leat first, and when 

hould l start farming? How the heck 


do you play those Norse guys? 
hese questions and more 
villbe answered. 
ve'llstart with 
look at what 

ou can do to really 


Ss OTE O 


get your economy rolling. 
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Integral to any real-time strategy game is the economy. While the first thing one may think 
of in games like these are the huge armies fighting it out on the battlefield, none of that is 
possible without a strong economic backbone. Building an army and telling them to attack 
something is easy— understanding and fine-tuning your 
economy is a work of art. And with a thriving economy, 
creating an overwhelming army is a piece of cake. 

“he economy” can be defined as all things pertaining 
“Swinger” Rupp, one of the S s 
hennen to the gathering of resources—how you collect them and 
what you do with them afterwards. Do you funnel all of 
vour money into the economic 1mprovements, or do you 
instead get that infantry improvement? How does my 
opponent always have twice as many resources as l do by the end of the game? 

To begin with, knowledge of just what exactly you are collecting 1s vitally important. 
Age of Mythology incorporates five different resources: food, wood, gold, favor, and population. 
The most important resource in the early game is food. Here's why. 

The most valuable unit in the entire game is the villager. The villager is the one who 
chops the trees, harvests the food, builds your buildings (usually), and mines your gold. 
Without villagers, you obviously don't have an economy. And in order to build villagers, you 
need food. Maintaining an early food supply is incredibly important, as what happens early 
on can have a ripple effect on the rest of the game. Your primary concern at the start of the 
game is finding a food source (see Figure 10.1). 


This chapter was written by 
Ensemble Studios tester Chris 


The second resource that 
you need is wood. Collecting 
wood allows you to build all of 
the buildings that you are 
going to need for the rest of the 
game (with the noted excep- 
tion of the Egyptians). After 
food, your next concern is to 
find a good place to chop 
wood. 

Gold becomes more and 
more valuable the further into 
the game you get. Gold is the 
only resource that is hmited 
(relatively speaking), in that 
there is a finite amount of it. 
While food and wood can 
virtually last forever, gold can 
run out quickly, leaving you 
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Figure 10.1 Seek out food sources through scouting. Search for wild 
animal herds and try to steal your opponent’s herdable animals. 
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stranded high and dry if you're not prepared. All of your military units and many of your tech- 
nologies will cost gold. 

Favor ss the trickiest of them all to judge. The amount of favor you collect is really just 
dependent on the style of game you wish to play. Favor can be used to research myth tech- 
nologies and to build mythological units—neither of which are essential to win the game, but 
they add a very strong dynamic to your game should you 
choose to use them. 

The fifth and final resource is population. While at 
first glance you may think that population isnt an Ee (Am on hoWesch 
economic resource, in reality, population is Age of culture generates favor from 


For more tips on favor, check 
Chapters 12, 13, and 14 for 


Mythology’s most valuable resource. Assuming all players 8 its Gods. 
„max out their population room at 160, losing a settle- | 
ment can make or break a game, as you just lost almost 


15% of your population room for military and villagers. (And it's twice as bad if your enemy 
then builds on your settlement!) Every myth unit you build has to be balanced in your mind 


as being worth the four or five pop slots that they cost. Especially in the 
later game, the battles are based less on the economy and more on settle- 
ment population control. 


Food 


There are three ways to gather food in Age of Mythology —by foraging for 
berries, eating animals (those you hunt and those you herd), or planting 
farms. Eventually during the course of the game you are going to have to 
plant farms once the wildlife and berries run out—the biggest question 
is when to start. Before you get to farming though, you need to use up 
the majority, if not all, of your other available food sources: herdables, 
huntables, aggressive huntables, and wild crops. 


Foraging, Munting, and Fishing 


The first thing you usually want to eat is your wild crops. These are 
almost always found near your starting settlement and offer some steady 
early food while you search around for some other food sources. [ usually 
eat these until I find a pack of huntables nearby, and then switch over, 
leaving a portion of the wild crops in case Î need a safe food source later 
on. Just remember that not all random maps (or scenarios) will provide 
the same type of food. Watering Hole, for example, has no wild crops, 
while Erebus has no food at all except for Boar. 

The huntables include the passive animals: deer, zebras, giraffes, etc. 
It's a very good idea to eat these as soon as you can. Before you get there 
though, make sure to research the Hunting Dogs technology, as that will 
increase your hunting rate by almost 30%! This makes huntables the 
fastest early food source by far—and the faster you can get the food in, 
the faster you can get your economy going. 
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When hunting a pack of 


Walruses on Midgard, 
your hunters will not 


8 auto attack the next 


animal for fear of 
the animal attacking. 
In these situations, use 


{ the “Shift + Click” ability 


to cue commands, and 
instruct your group of 
hunters to attack one, 
then the next, then 

the next. With thís 
command, your villagers 
won't become ídle after 
finishing each beast but 
will move onto the next 
without your microman- 
agement. 


—Justin “GX Bear” 
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The aggressive huntables are such animals as boars, walruses, and rhinos. They provide a 
lot of food in one spot and are something you need to always get, but you need to be very 
careful to make sure you have enough villagers before you attempt to hunt them— you obvi- 
ously don't want to have any villagers killed in pursuit of food. Usually six or seven is safe for 
the weaker ones, and nine to 10 1s generally enough for elephants and tougher beasts. Again, 
make sure that you have researched Hunting Dogs before you go out to hunt these animals, 
otherwise it's not worth your time. 

The herdables include pigs, sheep, and goats. As you've read earlier in the strategy guide, 
the longer these animals are left altve, the more food they provide, as they “fatten.” Generally, 
eating these animals right at the start is a bad idea. Before you get the Husbandry technology, 
they gather and fatten slowly, meaning it is very ineffictent to eat them right away. What I've 
found to be the best strategy with herdable food is to cat all of my other available sources first. 
Once they start to run out, get Husbandry researched, so that by the time it's done, youre 
ready to move on to your herdables. By putting all of your herdables around your Town 
Center, you'll have a safe food source later on in the Classical Age, when you are usually too 
busy fighting to have ttme to move your food gatherers around from various other sources. 

Water maps have a slightly different approach than land maps because they add a new 
element to your food strategy: fishing. The number one advantage to fishing is that it can give 
you almost the equivalent of a second settlement in that you can build two economic units at 
a tme in the first and second Ages. So while your non-fishing opponent can create economic 
units (villagers) just at his settlement, you're building two units (villagers and fishing boats) 
simultaneously. In a short amount of time, you'll be way ahead of your opponent economi- 
cally. Unless you are planning on attacking very quickly and thus cannot afford the wood, you 
should fish as soon as you can in the Archaic Age. - 

In many of my games on water maps, [ will send one of my starting villagers immediately 
to the shore to start building a Dock. The sooner you start fishing (as long as you can main- 
tain steady villager production), the sooner it pays off. When fishing, always get your fishing 
improvements immediately upon reaching the next Age; they make a huge difference to 
your food production. While slightly difficult, it's not uncommon to have fishing be your 
entire food source: You can completely eschew farming for the entire game. 


Farming 
OK, so you've finished off all of your wildlife and berries—now what do you do? At this point 
it's time to start building farms. Building farms is a very tricky matter of balance in dge of 
Mythology: Once you build a farm, it is an infinite supply of food. They cost 75 wood, though 
(except for the Egyptians, who must use gold to build farms), which is a lot, and are also easily 
destroyed. So how do you know when to start building them? 

The answer to that question depends on how much preparation you've done before you 
want to start building farms. If you've run a balanced economy up to that point, but suddenly 
you've got 12 hunters and only 200 wood, you're in trouble. The best way to address this is to 
start building farms gradually, and to start stockpiling wood prior to starting them. 

Take stock of how many food sources you have left. If you're starting to run out, youre 
going to want to start assigning all new villagers to wood, stockpiling the resources. Take a 
few of your hunters and start building some farms with them. This way, once you finish 
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hunting, you only will 
have a few villagers left 

to move to farms, and it 
wont disrupt your 
economy greatly once you 
run out of wildlife. Once 
you start farming, get the 
first farming improvement 
as well. Farming without 
any improvements Is just 
too slow to be viable. For 
‘example, farming doesn't 
get more efficient than 
hunting until you research 


the Mythic Age farming pag 
improvement! ze 
Going with farms is 3 ES 
eventually the best way to dl ‚ ac 4 Eman 
run your food production Figure 10.2 Although it's a slow means of gathering food, farming does 
(see Figure 10.2). Farms keep your villagers together and often near your town defenses. 


are much safer for your. 

villagers than having them exposed outside your town, hunting wildlife. The earlier you do it 
though, the harder-hit your economy is going to be in the beginning. Having to spend that 
much wood is going to hurt if youre doing it in the first or early second Age. 

Along those lines, if you are planning on attacking early, in the second or even first Age, 
you definitely don't want to be farming. A “rush” requires that every available resource is being 
put into your military—there is no way that you can afford to build farms at the same time. In 
this situation, youre going to want to be using as much “free” food (wildlife and crops) as you 
can, before being forced to plant farms. 


(Good 


Wood is collected from the various tree types, which vary depending on which map you're 
playing. There are several straggler trees located around your Town Center, which you will 
generally want to start chopping first. After those are exhausted, you'll need to build a 
Lumber Camp, Storchouse, or Ox Cart, depending on your culture (we'll refer to these as 
“drop sites” because that's where villagers drop resources), next to a forest to chop the wood 
there. 

While one may think that chopping wood is easy, there is actually a little more to it than 
just hacking away. There are two concepts to think about when chopping wood: the tactic of 
‘repitting” and multiple drop sites. The concepts behind both are very similar: distance and 
congestion. 

The way that wood is collected, the villager chops as much as he can carry, at which point 
he'll carry the wood over to the drop site, deposit the wood, then return to work. The amount 
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of tme that he's carrying is “dead” time. During that tme, no actual work is being done—he’s 
just carrying wood or returning to work. So the less time he spends carrying, the more time 
he'll spend chopping, and more work will actually get done. 

The way to reduce that carrying time: 


<> Make the distance that he has to travel shorter, by rebuilding the drop site at the edge of 
the forest— called repitting. 


<> Make it less crowded around him, or use multiple camps, so he doesn't have to bump into 


all of his fellow villagers. 


Repitting involves building a new drop site every five tiles or so, as your villagers chop 
through the forest. As the wood gets chopped away from the original site, the villagers are 
walking farther and farther to drop off their resources. By repitting, you reduce their walking 
time, resulting in more productivity, which more than pays for the cost of the additional drop 
site. The Norse have a huge bonus in this regard, as they can just move their Ox Cart when- 
ever they want, keeping relative to the edge of the forest. 

The second concept is using multiple drop sites. While this may seem obvious, very few 
people actually do this. Instead of just building one drop site and having 10 guys around it 
chopping wood, you can build two lumber camps with frve villagers depositing wood to each. 
This will greatly reduce the amount of time villagers spend bumping into each other, allowing 
them to be more productive. Again, this will quickly pay for itself. The second advantage is 
that it doesn't leave all of your eggs in one basket. lf one of your deposit sites 1s attacked, you 
have a second site to use and will likely not lose too much time and economic production (as 
long as you hold off the attackers!). 


Gold 


Gold is probably the simplest resource to acquire—just build a Mining Camp, Storehouse, or 
Ox Cart (depending on your culture) adjacent to the mine. While not as drastic, the same 
ESTIP concepts apply to gold as to wood—put your drop site close so the villagers 
p don't need to walk far. (Il would recommend a tile or two off of the gold, so 
the villagers have room to walk between the gold and the deposit site.) And 
don't overload one gold mine so that the villagers are bumping into each 
other constantly. 

Guard your gold carefully. Since you can't use a Market in the Classical 
Age, if you lose your gold mine to the enemy, youre in a lot of trouble. 
Building an extra Tower or some minor walling to block off your gold can 
make a huge difference. 

At the same time, fighting around your enemy's gold is a very good idea 
in the Classical Age (assuming he hasn't put up an extra Tower or walled off 
as well). If the enemy has no gold, he cant build any units, and thus you will 
eventually win. 

Finally, remember that you always have the option of acquiring gold 
with Trade Carts or Caravans. Since Trade Carts only cost food (something 
knit you will generally have plenty of later on in the game) it's easy to build them, 


When raíiding, focus 
mostly on disrupting 


your enemy S gold 
supplies. The more 
time he spends running 
3 around, theless time 
he'll spend mining 
gold. 
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— Nate “Redline” 
Jacques 
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and since you can trade with yourself, you don't have to try to coordinate 
trading with your teammates. A gold miner will generate more gold than 
a Trade Cart does, so as long as you have gold mines left, your population 
slots are best spent on gold miners. Once you run out of mines though, 
those Trade Carts become your lifeline. If the game ends up lasting late 
into the Mythic Age, you will definitely need to have as many as 15 to 20 
‘Trade Carts to sustain a gold supply. 


Population 


Age of Mythology uses a dynamic population cap‚ meaning that there is 
‚no hard limit to what your population will be— you control your own 
destiny there. There are two ways to gain population room: by building 
Houses, and by controlling settlements. 

Houses can be built anywhere you want them to be. They supply 10 
population apiece, but are fairly fragile. The limiting factor to Houses is 
that you can only build 10 total (see Figure 10.3). You can rebuild the 
ones that are destroyed, but once you've reached that 10 again, no more 
House foundations can be laid down. Simply running around and 
destroying your opponent's Houses can be an effective strategy. 

The second way to get population is by claiming settlements. Every 


Obtaining settlements 
is Important, but be 
sure to spend your 
valuable resources on 
making an army before 


you build more settle- 
ments. While the 

8 settlements give you 
extra population, 
that extra pop isn't 
doing you any good 
when you don’t have 
the resources to use ít. 


—Jerry “Gx lron” Terry 


Random Map has three settlements per player scattered throughout— you start with one of 
them under your control. Each settlement, at first, provides 15 population. Settlements are 


doubly valuable because 
they can fire arrows at 
enemies, garrison units, 
and act as drop sites for 
every resource. 

A Heroic Age tech- 
nology, Fortify Town 
Center, can be researched 
at the settlements, which 
adds an additional five 
population room per 
settlement. This is an 
expensive improvement, a 
little more than the cost of 
a settlement, but one you 
should always research. It 
provides more population, 
and just as 1mportantly 
makes your settlements 


MSupperts so population: Aftergeu build do 
Mouses, you will need tail Tpwn CÔnters | 


Figure 10.3 You can build only 10 Houses before you must expand to 


settlements to increase your population cap. 
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tougher, meaning 1t will be that much harder for your enemy to kill them and deny your 
population room. 

Before we talk about other tactics for improving your economic production, let's review 
our discussion so far (see Table 10.1). 


RESOURCE CONCEPT 


Food Most important in the beginning, least important near the end. Hunt first, then switch to farms. 
Wood Constantly repit, and build multiple sites. 

Gold Protect mines carefully. Losing gold loses the game. 

Favor Important tor mythological units and technologies, but not absolutely essential. 


Population Least important in the beginning, most important near the end. Build all 10 Houses and grab 
your settlements in the Heroic Age, eventually upgrading them. Raid enemy Houses! 


Table 10.1 Age of Mythology Advanced Resource Strategies 


Improving Gconomu 


Now that you understand the basics of what the economy is, the next question 1s, “How do Ì 
get it functioning like a well-oiled machine? T do all of what you just said, but ‘the Sheriff’ still 
has twice as many resources as I do. What am I doing wrong?” There are two elements to 
improving economy: Get all of the economic improvements; and always keep your economy 
moving. The first one isn't too hard; the second takes a lot of practice. 


Gconomic Lmprovcments 


For food, wood, and gold, there are improvements that will upgrade the gathering rate, 
located at that particular resources drop site. Each culture has a slightly different location for 
getting all of these, but the actual improvements are the same. The sooner that you can get 
these technologies, the sooner they will pay off for you, eventually putting you ahead 
economically of your opponent. 

lt all comes down to “When do they pay for themselves*” If youre planning on doing a 
very fast attack, getting those technologies early will hurt you more than they will help you, 
as they won't pay off for several minutes, when you need to be attacking already. However, 
if you are planning on doing a more economically heavy strategy, where you plan on out- 
producing your opponent down the road, then getting them as early as you can is a good idea 
(sce Figure 10.4). 

Generally these techs will pay for themselves in around five minutes, after which every- 
thing is money in the bank. [f you find yourself constantly forgetting to get these improve- 
ments, one way to always remember is to just make 1t a habit to select each drop site and get 
the available improvement as soon as you reach the next Age. It may not always be the best 
time to get them, but it's rarely a bad decision, and it's far better than discovering at the end of 
the game that you only got one wood tech the entire game. 
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Motkcus 


Whenever someone asks 
me online, “How can Ì get 
better?” I usually answer, 
“Learn the hotkeys.” The 
hotkeys are keyboard 
shortcuts that will auto- 
matically perform a 
command for you. For 
example, hitting the V key 
while your settlement is 
selected will cause a | neten Ee 
villager to train. Hitting | 

Crtrl-G will automatically 
jump you to your Granary, 
allowing you to quickly 


research a technology. 


With a villager selected, Figure 10.4 A strong economy includes improvements. Research them 
hit T: He'll build a Temple. upon advancing to the next Age, as they can be easily forgotten! 

The amount of time 
this can save you is 
tremendous. Just imagine how much time is spent scrolling the map looking for a building, or 
constantly moving your mouse over to the villager build icons to build every building you 
need built. Over the course of a game it adds up—a lot. 

It's a fairly difficult transition for a person who has never used the hotkeys to start using 
them. It may actually make you slower at first. However, very soon you'll begin to notice how 
much faster you can move around the game, and eventually you won't be able to imagine 
how to play without the hotkeys. It takes a bit of discipline to force yourself to do it, but in 
the end it will really pay off. 

If the default hotkeys are not intuitive for you or are too scattered across the keyboard, it 
is easy to remap them. This information is saved with your player profile. 


Through the Looking Glass 


“T have all of the improvements now. Why am 1 still behind in economy?” The second portion 
of running your economy is… well. the actual running of your economy. This is probably the 
most difficult real-time strategy skill to master. It’s what separates the intermediate player 
from the expert player. There are three major components to this: keeping track of your idle 
villagers, maintaining villager flow, and balancing your economy. 


Improving Economy KC 10% 
ZA 


Idle Villagers 


Keeping track of your idle villagers becomes more difficult the later the game goes. If you 
have 30 villagers, 10 of whom are idle, you're obviously behind the guy who has 24, all of 
whom are working. Idle villagers crop up often—and not just one or two. [t's easy to have 
over 10 guys standing around doing nothing, after they've, say, exhausted a gold mine or 
finished building structures. It's also easy to get idles by not updating the waypoint from 
your settlement. The only way to combat this 1s to develop habits. 

You have to train yourself to look up at the 1dle villager banner (or hit your idle villager 
hotkey, default *.”) every time you finish a task. Just constructed a building? Go look. Just 
commanded your army to enter your enemy s town? Go look. Just killed that annoying 
Chariot Archer in your town? Definitely go look. It's hard to do, and in the heat of the game, 
very hard to remember, but once you start doing it automatically, you'll suddenly notice how 
many more resources you had than before. The best way is to have someone watch you play, 
and tell you every time they see the idle villager banner pop up-—youd be amazed how often 
it happens. 

Once you start looking at the 1dle villager banner more often, you also have to get used to 
quickly assigning those villagers to a task, to clear the banner. When I'm fighting a pretty 
heavy battle, [ can easily end up with a few 1dle villagers by the battle's end. To combat this, 
whenever [ start returning them to work, [ make sure that [ get them a//. If you have 10 idles, 
and you set one working again, you still have nine idles not domg anything. You dont even 
have to take the time to have them doing useful things, necessarily. Just get them doing some- 
thing. Even if you take every idle villager and order them to chop at the nearest tree, it's better 
than nothing. Look to see what resource you need the most of, then grab every idle you find 
and have them collect that resource. It's tough sometimes to ignore the rest of the game 
enough to get everyone working, but it's a skall that needs to be developed in order to get 
the most of your economy (see Figure 10.5). 

The easiest way to check for idles is to hit the “.” key. That automatically takes you to the 
latest idle villager. It's far and away the quickest way to cycle through your villagers: Task one, 
hit the “.” key and then task the next one, etc. Also, by holding down Ctrl when you select an 
1de villager, all of the idle villagers on the screen will be selected. ‘Trust me, it helps. 


Viltager [Flow 


The second challenge to running a top-notch economy is maintaining a steady villager flow. 
There should never be a time through the Classical Age when your Town Center is idle. You 
need to be always checking back on it to make sure that you are either advancing an Age, 
researching an improvement, or making another villager. [he more villagers you have, the 
more resources you gather, which means the more you can spend. It's a snowball effect. 

Also, remember that once you can start claiming settlements, you can make more than 
one villager at a time; every settlement can make a villager! There is no magic number for 
when to stop making villagers, although I would say that you should have between 50 and 55. 
During the course of a game, [ will often make up to 100 villagers, replacing the ones that get 
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vour Economu 


killed. Another good habit 
to get into is cycling 
between your settlements 
to make villagers: repeat- 
edly pressing the hotkey H 
cycles through them, and 
you can just keep your 
mouse on the villager 
button. You can produce 

a lot of villagers quickly 
this way. 


Balancing 


The third and possibly 
most difficult aspect of mn 
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fine-tuning youreconomy _ [fee 
is balance. If you have ed 
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2,100 wood, 300 gold, 100 _ Figure 10.5 A bunch of idle villagers is a huge problem to an economy. 
While they do nothing, your enemy villagers are collecting bushels of 


favor, and 50 food, you ve 
got a problem. You want to 
have a balance between all 
of the resources so that you can adjust your economy to whatever you 
need to counter your opponent, and so that you're maximizing your 
potential. 

If you ve been producing Archers and your opponent's countering 
with cavalry, you need to be able to switch over to infantry. If you do not 
have the resources to do that, you're in trouble. Likewise, if you have 
thousands of resources just sitting in your bank not doing anything, you 
need to be spending it. Get more improvernents. Crank out some more 
units. Do anything you can to take advantage of your resources and keep 
your economy running as efficiently as possible. Your goal should be to 
never have more than 100 of any resource. 

These three elements are the hardest aspect of the game to learn, 
and the only easy answer is practice. You have to continue to practice 
these things so that eventually you don't even have to think about them 
anymore, you just do them out of habit. Once you start doing that, your 
economy will be producing like crazy, and you will have the ability to 
field bigger, better armies and advance in Age much quicker than your 
opponent can. 


resources. 


ESTIP 


Don't be afraid to 
re-task villagers to 
different jobs. If you're 


low on wood and have 
too much gold, take 
some of the gold miners 
and assign them to 
wood-choppíing duty. 


— Nate “Redline” 
Jacques 
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Check out Table 10.2 for a quick look at the economic tactics we've been discussing. 


CONCEPT EXPLANATION 

Economic Improvements _Getthese as soon as possible! Research them upon reaching the next Age. 

Hotkeys Difficult at first, but study pays off, with far less wasted time. 

ldle Villagers Check often —then check again! 

Villager Production Maintain villager production; being behind even a few can make or break a game. 

Balance Anything just sitting in your bank is wasted and inefficient. Until you are in the 
late Mythic Age, strive to be under 100 of every resource. If you're not, start 
spending. 


Table 10.2: Summary of Improving your Economy 
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__ &doanced 
Muhtaru Strategies 


t this point, you should have a solid understanding of how to 


anage your economy, creating a ton of resources to turn 
into an army with which to completely crush your opponents. You can 
already imagine them quiveríing in fear of your newfound skills. The 
problem now, though, is...well...now what? You have this smoking 
economy, but you don’t know how to effectively build up your armies 
and actually fight. Of course you could just stream masses of units into 
the enemy town, but that's not the most subtle, or effective, of 
approaches. 


[hís section of the guide will help you hone 

your military strategies by explaining 

in-depth tricks and VA | he 
tacticsincluding —_— ___S 


scouting, the three 
“standard” strategies, #5 


combined arms, ER Ad 
micromanaging ( \ 4 | E Nn k 
battles, and using Rik AAG Ok ) 
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Scouting 


The most important and arguably the most EA eee 
difficult thing to do is to scout, and scout well. kene hind 

. . É world's best Age of Kings and 
Scouting involves more than simply running 
around and removing all of the fog of war, 
although that's important as well. Knowing what 
buildings and units your enemy has, and where his army is and where it's headed, is absolutely 
vital. Greeks have the easiest time with this, given their starting cavalry scout, although the 

| principle holds true for all three cultures 

(see Figure 11.1). 

During the course of the game, make 
sure you always have a unit running around, 
checking things out. It could be a Pegasus, a 
Raven, or even alone Spearman. Finding 
out where settlements are located or being 
constructed and where your enemy 1s plan- 
ning a surprise attack can make or break the 
game. Plus, knowing what units your enemy 
is building tells you exactly what you must 
produce to counter enemy attacks. 

Scouting also helps with one of the 
most fundamental principles in the game: 
Don't be afraid to change your strategy! You 


This chapter was written by 


Figure 11.1 Scout everything —new resources, the enemy’s have to be able to adjust to whatever your 
location, choke points, etc. opponent is doing; being stubborn will kill 
you. For example, in one game Ì played 
ESTIP against The Sheriff, 1 was winning the entire game, so Î decided to go with 


all Hippikons and finish him off. He then started 
to build nothing but Ulfsarks, which of course 
beat my army. So what did [ do to counter that? 
Why, L was being stubborn, so I threw in more 
Hippikons! He then just built more Ulfsarks, and 
lended up losing the game. The moral of the 
story: Ádapt to whatever your opponent is doing. 
[f you see him walling up all over his base, then Teddn id 
perhaps your super quick rush isn't the best idea. _ Hf wee gegane 
À delayed and more powerful Classical Age 


ii Ifyou see enemy 


1 obelisks on the map, 

| destroy them, especially 

| around your town. ik 
| These structures g0 ik 
| down easíly. Allowing 
| 

k 


8 the Player Status 
the enemy to have line- attack to break through his walls in force would N_putton at the top right. 
fd of-sight into your base be the best decision. Excellent scouting is para- | Alist ofeveryone's 
4 ís a very bad idea. mount in kn owing what to do. 8 god powers, used and 


— Chris “Swinger” Rupp unused, can be seen 


here. 
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— Matt “Maimin_matty” 
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Rush vs. Turtle os. Boom 


In a traditional 4ge of Mythology game, there are basically three approaches 
you can take: the “rush,” the “turtle,” and the “boom.” This section 
describes each approach, and covers their advantages and disadvantages. 


Eh C Rush Always keep your | 


While many new players define a “rush” as whenever someone attacks potje EES 
them before they're ready (“Hey, it's only been 35 minutes! I'm not ready 
vet”), the true definition of a rush is an attack that occurs as soon as 


\ producing units. If you 
\ haveexcessive multiple 
units queued up ín all 


possible, usually as soon as five or six minutes into the game. For someone Bf of your buildings, 
who's not prepared for it, it can be devastating, but Age of Mythology is {make more buildings! 
balanced in such a way that if you can repel the early attacks, you will have | —Nate “Redline” 


a significant advantage and be able to crush even the peskiest rusher. But if ff Jacques 
a rusher’s early attacks work, he can parlay the early setbacks to your 
economy into a game-winning advantage. 

To rush well, you have to streamline your economy as much as possible in order to attack 
as fast as possible. This involves not researching any economy improvements, and advancing 
to the next Age with as few villagers as possible. It's not uncommon for a very fast rusher to 
advance to the second Age in under five minutes, and possibly under four. 


<> Advantages: By attacking before your opponent is ready, you can harass and disrupt your 
enemy's entire economy without fear of retribution. If you go fast enough, it's even 
possible to stop the enemy Temple from being built, thus denying your opponent the 
ability to advance to the Classical Age. Rushing also puts the game in your control: Since 
you are the aggressor, you are determining where (in his town, not yours) and when 
(before he's ready) the battles are going to take place. Overall, this strategy is the one most 
commonly used, and arguably the most effective. 


<7 Disadvantages: The rush leaves you extremely weak and vulnerable. If your rush is 
repulsed, you're in a lot of trouble: You have fewer villagers and no economic improve- 
ments researched, and thus a much weaker economy. If you have built forward on the 
enemy— meaning your military buildings are closer to your enemy than to your base, 
allowing your army to get right into battle instead of having to walk across the map —and 
your attack is repelled and your forward buildings lost, it's almost time to resign against an 


equally skilled player. 


“Ehe Turtle 


The “turtle” is the counter to the rush strategy. Turtling involves investing in defenses carly, 
including walls, Towers, and possibly a small military force as well. What the turtle seeks is to 
protect himself securely while the aggressor bangs his army against walls and Towers to no 
avail. Thus, all of the resources the enemy spent on the rush are wasted, while you spent fewer 
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resources protecting yourself, and now have the advantage. This also allows the turtler to 
attack later on outside of his base with impunity, as he doesn't need to fear being attacked 
while his army is elsewhere. 


<> Advantages: The turtle makes your base safe and secure from attack, allowing easier 
raiding and safer economie development. It also protects you from an early, aggressive 
rush. 


<> Disadvantages: The turtle can be expensive, and if your turtle 1s “cracked,” you're in a Zot of 
trouble, as you have no defenses at all inside your base. All of your economy is ripe pickings 
for the enemy. The approach also limits your expansion somewhat. Protecting yourself 
inside your base 1s only good in the short term. Eventually you have to expand outside the 
safety of your base in order to grab other settlements, or your enemy will take them all, 
leaving you at a significant population disadvantage. If your enemy doesnt attack and 
instead “booms” (more on this approach next), then you're behind the enemy economically. 


The Boom 


The “boom” is the counter to the turtle. The boomer’s philosophy is to spend very httle on 
either defense or military, and instead to focus solely on economy. While the enemy is 
spending resources on military improvements and advancing to the next Age quickly, the 
boomer is much slower, spending resources on more villagers and improvements to the 
economy. While the boomer expects to take some losses, they should be easily absorbed, as 
the boomer economy should be much greater than the opponents. This permits faster Age- 
advancement later on, and the ability to research a variety of improvements sooner (see 
Figure 11.2). Booming 1s very vulnerable to a rush. 


<> Advantages: The boomer develops a 
very strong economy. With slower Age- 
advancement and more villagers, the 
economy grows nearly exponentially 
over that of a non-boomer. If a boomer 1s 
left alone and allowed to boom, in the 
late game he will become unstoppable— 
try stopping Mythic Age War Elephants 
and a Meteor God Power with your 
Classical Age Ulfsarks! 


<> Disadvantages: The approach leaves 
the boomer vulnerable to an early 
attack —a rush will destroy the boomer's 
strategy. With no military investment 
early on, the boomer is an easy target 
for annihilation. 


Figure 11.2 7he boomer neglects defense ín order to fund 
villagers and economic improvements. 
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Ouvantitu vs. Ovalitu 


One of the most common questions players have 1s whether to spend money on a military 
upgrade or build a few more units instead. Overall, t's more important to first maximize your 


population before spending money on improvements. 


During the course of balancing Age of Mythology, the playtest team spent countless hours 
running combat tests among all of the units to make sure they were balanced. One of the 


things we found was that adding even one or two units to either side in 
a test made a huge difference in the outcome. For example, Player A has 
16 Toxotes, and Player B has 14 Hippikon units (these armies arc 

‚approximately equivalent in resource cost). The Hippikon side in this 
battle will win and have around 30% of their hit points left after killing 
all of the Toxotes. If however, we add just two Toxotes into that battle 
(now it's 18 vs. 14), the battle would sway drastically, with the Hippikon 
side only breaking even, or possibly even losing. 

The best way to consider military upgrades 1s to first maximize 
your population, or get close to it (this applies to all Ages, but is most 
important in the Classical Age). Then research your improvements, 
starting with the upgrades at the production centers first (Medium, 
Heavy, Champion). 

When upgrading, make sure you focus on the armor that will 
protect you from whatever unit type you're primarily fighting. If the 
enemy 1s focusing on archers, researching hack armor isn't going to help 
very much. The attack improvements are always a safe bet, though 
more expensive than those for armor. However, when fighting ranged 
units, it's often more important to get the pierce armor (or hack armor, 
if fighting Throwing Axemen) improvements before the attack 
improvements, so that your troops will live longer when approaching 
the ranged units. 


fe t Al | / 
Ee ge DC 


Although aif three strategies are possíbie in any game, some are more suited to a 
specific map type. For exampie, a turtle approach can be a good idea on the River 
Nile map because you can prevent the enemy from íanding on your side, and 
perhaps buiid a Wonder behind your defenses at the same time. A boom ís a good 
idea on maps ííke Alfheim, as you can protect yourself with a smaii amount of 
walling, and then spend other resources on your economy (more viilagers, more 
improvements) to bust out íater. On more open maps ike Savannah, a rush ís 
advisable, since the nature and size of the map makes ít harder to wail in and easier 
to get to the enemy's base. 
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ESTIP 


FA. 
When choosing 
military improvements, 
go for the Medium/ 
Heavy /Champion 
improvements before 
you choose the copper/ 
bronze/iron upgrades. 
The former line wiif 
boost both hit points 


(HP) and attack, while 
the Armory improve- 


| 
| 


„ 


ments will only boost 


one statistic for your 
units. Having Heavy | 
units will give you a 

significant advantage 


nn 


over Medium units. 


—Jerry “Gx_lron” Terry 
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Combined Arms 


While you may really enjoy making an all-Hoplite army, that army 
is extremely vulnerable to an anti-infantry army. Using combined 
arms—producing an army consisting of mixed unit types such as 
Hoplites and Toxotes, Throwing Axemen and Ratding Cavalry, 
Chariot Archers and War Elephants, etc.—is the most effective 
way to fight by far. Instead of building that all-Hoplite army, 
create an army that is two-thirds Hoplites and one-third Toxotes. 
[f an army of anti-infantry units (Throwing Axemen, etc.) came 
to battle, your Hoplites and Toxotes would destroy it. 

Using only one unit type 1s a very risky, and usually unwise, 
move that has only a small benefit: You can streamline easter by 
not having to pay for more unit upgrades and buildings. But 


ESTIP 


Ee aen ee 


% | 
3 
(ad 


/ When you begin 
is fighting, concentrate 


your economy on 

3 building two of the 
three types of military 
unit available to 
you. lts extremely 
important to have 
a mixed army, but 
mixing all three can 


f n strain your economy. 
overall it's not worth the risk. You always want 


to have at least two unit types. 
Look for combinations that complement 
each other. For instance, Slingers and Chariot 


—jerry “Gx_lron” Terry 


/ s: Archers are a bad combination, as they either counter archers (the Slingers) 
0 H or infantry (the Chariot Archers). Since neither of them counters a unit that 
Nemile IE isa threat to your army, the combo is wasted. Camelry and Chariot Archers, 
Ì ausefulconcept the BB on the other hand, make a much better combination, because they protect 

| lines are not always IE _each other. The Camelry can kill any cavalry or counter-Archer units, and 
Kk the Chariot Archers can kill any infantry that try to go after the Camelry. 

| pend hs gis der ik Age of’ Mythology’s counter system features two types of units. Mainline, 
| ann E _or “natural counters “are the mainstays of an army. These are units like 

| but he is also the Ì Camelry, Hoplites, and Ulfsarks. When fighting equal-cost numbers of 

Î Egyptian answer to E other mainline units, natural counters will win the battle with about 30% of 
| early Slingerattacks. _ BR their hit points left over. The second type of counter unit is the “artificial 

j ZheCamelry isa 8 counter.” These are units that feature bonus damage vs. one other unit (e.g. 
meae ete Hi Peltasts vs. Toxotes). Other examples are the Throwing Axeman, Slinger, 
Bere IE __and Hypaspist units. These units will beat equal-cost armies composed of 


also good against other 
cavalry. Learn every- 
thing about how a unit 


_interacts with other 
| units, and don't just 


blindly train unit X that 
ís supposed to counter 


the units they counter, and have 60% of their hit points left— but they will 
lose horribly to any other mainline unit. 


Cmt Stanccs 


| E One of the more subtle expert techniques is taking advantage of the different 
unit Y. $ 


unit stances in the game. Always leaving your units on Aggressive stance isnt 
| —Greg “DeathShrimp” 8 
the best way to do things. 
KN Street ied R 
h / For example, if you find your guys constantly being lured away from 
se TET 8 . 
your buildings and getting slaughtered, put them on Defensive stance, so 
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they'll stay put. Or, if you have a bunch of ranged units covering a gold ESTIP 
mine or trying to hide beneath an enemy Tower's fire, place them on dn 
Passive stance. They’ll continue to shoot, but they wont move anywhere 
else. The interface can be a bit tricky to use sometimes with stances, so 
make sure to learn the hotkeys for them. 


To Catch or Dot to Catch 


al „ ars , 


En a na. : 


When you find that the 

enemy keeps drawing 

g_your force ínto battles 
where you don’t want 
your army to go, try 


| 
This is one of the hardest techniques to learn in the entire game— | 
keeping your screen off of the big battle. We all know it's great fun to 
„watch two mighty armies clash—that's likely to be what your opponent 
is doing. However, if you are watching the battle, then you aren't doing | 
f ; | 
AVE Ee: s | the uníts whose stance 
During the 15-30 seconds the battle lasts, you could be queuing up ij 
8 tn ne: E A a you want to change, 
villagers, finding and assigning idle villagers, building new military struc- Ml nen clicking the 
| 


putting your units in a 
Defensive or Stand 


{ Ground stance. You can 
do this by selecting all 


— 


NN EE in en 


Combat Commands 
button, then selecting 


tures, running a secret raiding force behind enemy lines and into his 
economy, etc, all of which your opponent isn't doing while he is 

watching the fight. It’s very easy to just watch and see how things play 

out, but while you should check back periodically (by using control wann 
groups on the armies that are fighting), you just can't watch the battle eren 
and stay competitive at the same time. Unless of course you are already N_pattle, though. 
winning so overwhelmingly that it doesn't matter any more! | 


the stance you want 


for them. Don't forget 


En 
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Micromanaging Battles Ns 


Mieromanaging, or “microing,” a battle involves taking the time to 

manage the battle instead of letting the computer’s artificial intelligence do it for you. 
Positioning your units to flank the enemy in battle, or tasking them to kull a specific unit 
(such as that cursed Son of Osiris!), are examples of different sorts of microing you might see 
in a game. 

As we said in the previous section, spending all of your time watching battles is a bad 
idea. However, spending a few seconds to micro your army can be crucial, so don't feel guilty 
if you're giving commands to your units while theyre fighting. (But do feel guilty if you aren't 
giving commands, and instead are just watching how the battle plays out.) 

Here are some tips and tactics to keep an eye out for when fighting: 


<> Make sure your guys aren't directly battling their counter units (see Figure 11.3). If your 
Slingers are shooting the enemy Raiding Cavalry instead of the Throwing Axemen, retask 
them immediately! 


<p Avoid letting your fast units get caught up in the middle of a fight. For example, don't let 
your Raiding Cavalry get bogged down by enemy Spearmen. Instead, swing them around 
the outside of the battle and go after the Slingers in the rear. 
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<> Focus your fire, and kill the weak enemy 
units. [his is especially valuable in naval 
battles, but is true on land as well. While 
youre fighting, discover which of the 
enemy's units are almost dead and focus 
your army's attacks on those units. As Î 
said earlier, numbers are very important, 
and if you can quickly kill off the weak 
units in a group, the numbers can casily 
tilt in your favor. Likewise, if you have a 
weak Trireme, move the ship to the back 
of your group. The Trireme can sull 
shoot, but no longer can be targeted and 


killed easily. 


<2 [f you see that the enemy is focusing on a 


Figure 11.3 Avoid fighting your counter units! Micromanage : : Á 
the battle particular unit, run that unit away! This 


will cause the enemy units to follow 
that one unit. (lf they are tollowing instead of fighting, while you 
continue to fight, then those are all free shots for you!) ESTIP 


Csng Control Groups 


Control groups are essential for the expert player, almost as much 
so as hotkeys. Using control groups permits easy access to 1mpor- 
tant areas on the map without having to waste time searching or 
scrolling. Also, using control groups allows you to give commands 
to units and buildings without having to move your screen or leave 
wherever you are currently fighting. 

For example, during the middle of a big battle, if you have all 
Longhouses grouped as “Control Group 4,” you can just hit 4 and 
then the hotkey T to build a new wave of Throwing Axemen. You 


Pal 


lt is harder, by design, 
to micrromanage ranged 
units in AOM than it 
was in AOK. Units 
must finish their attack 
animation before they 
can be given another 
command, and that 
animation can be quite 
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‚ ‚ long for ranged siege 
can also set the gather point to right where you are fighting, all RETE kl 
without moving the screen away from the battle. Having a prevents frustrating Ik 
constant wave of reinforcements coming in can easily sway the ‘siege sniping” where Hij 

someone sneaks 


battle in your favor. 
Here 1s a sample control-group setup to get you started. 


(Note: All the players Tve talked to have their own methods of 


catapults forward, 
fires, and then retreats 


De, 
ar 


. mh ' } to safety before you | 
setting control groups. This is just a suggestion. Feel free to adapt B En respond.itsiso EH 
it to whatever works best for you.) Ì makes ranged unit d 

, effectiveness less 
> Ctrl Group 1: Your scout, in the first part of the game; later, 
5 ä determined by Fi 
your main army group. internet lag 
—Greg “DeathShrimp” 


1 Street 
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<# Ctrl Group 2: Any villagers doing special tasks such as walling, away 
from the main group, that you want to remember to get back to 
quickly; later, your secondary army group. 


$ Ctrl Group 3: A third army group. (Use three army groups if you have 
several different raiding parties running around, or three different unit 


types that you want to keep track of during a battle.) Ì_ Use your buildings 
8 wísely to warn you of 


& Ctrl Group 4: Your primary unit buildings. This would be onetypeof _ | | incoming attacks. Place 


military structure: your Barracks, Longhouses, Archery Ranges, etc. | our buildings around 
WN Oe n ‚ Hie perimeter of your 
<p Ctrl Group 5: Your secondary building set. This could be a different Mae Nen 
front that you are maintaining (af you had military production areas in ff see an enemy comíng 
two different spots), or a second unit production center, if you are Hi} before he gets there, 
Greek. ĳ and react. 


—Jerry “Gx_lron” Terry 


<> Ctrl Group 6: Your Fortress or siege buildings. 


Some players like to go even further, using all available numbers, and 
then numbering individual settlements and even villager resource groups (all of your gold 
miners, wood gatherers, etc.). It simply comes down to how complicated you want to make it. 
At some point, you can have so many things grouped that you can't possibly keep track of it 
all. Getting into a consistent rhythm with control groups is the best way to get good with it, 
however you decide to implement the tactic. 


(Calling 


Another trick to master is walling, one 
of the most effective things you can do, 
although it's one of the most difficult, 
too. In most games, you should think 
about putting up a wall at some point 
(see Figure 11.4). 

For example, here is one of 
Maimin_matty's favorite techniques: | Lin 
Usually around the Heroic Age, he'll rn 
just start walling off half of the map 
with a villager or two while he's 
engaged in battles. What the wall does 


for him is contain all of the fighting on 
the enemy side of the map instead of Figure 11.4 Walling serves both as defense and as early- 
warning system. 


te 


| EN ME. so 7 


his. He no longer has to worry about a 
few Raiding Cavalry flanking his base 
and destroying villagers. He will always have plenty of warning whenever the enemy mounts 
an offensive, and if he's lucky, he might even wall off one of the enemy settlements, giving 


him four instead of three. 
Walling RG 209 
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j Also remember that 


Another of the more subtle, sneaky things to do is to leave a part open, instead of walling 
completely. The enemy will typically approach at the point you chose. (“Why knock down 
the wall when there's this nice opening here?”) Setting up a choke point using walling can 
crush an unsuspecting army by leading them right into your Towers or Fortresses. Or, flank 
the enemy with a secondary army and trap the enemy force within your walling choke points. 


ES LIE 
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You cannot build walls 
within three meters of 
unclaimed settlements 
or gold mines, in order 
to help prevent the 
not-so-fun game of 
trying to wall off 
enemy resources. 


ij building foundations Ë 
It are extremely weak in | É 
| AOM. A wall that is 
only half-built is | 
useless in preventing 
an enemy incursion. | 


Ì — Greg “DeathShrimp” 
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Epplication 


We hope these tips and techniques will help take your military game up a 
notch. While this section outlines some fundamental techniques, just as we 
did with the economy in Chapter 10, there's nothing that can replace the 
number-one way to get better: practice. You need to practice hotkeys, 
control grouping, micromanaging your armies, etc. These techniques should 
become second nature so you don't have to think about them anymore. 
Becoming comfortable with these elements gives you more time to think 
about the overall strategy of the game. 

Don't feel discouraged if these techniques don't come right away. To be 
honest, Fm sull always working to get better at many of these—there's 
always room to improve. But if you force yourself to do them, and always 
keep them in the back of your mind, you will find yourself winning more and 
more games. Änd as we all know, it's always fun to win! 
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doanced Greek 
Strategies 


player versed ín The Age of Kings, or other standard real- 
time strategy games, will find Age of Mythology ‘s Greeks 

o be easily understandable and familiar. [hey’re designed to bea 
transition culture between AOK and AOM. That ís not to diminish the 
Greeks’ power, though: [hey are justas diverse as the Norse or Egypt, 
and have some extremely potent bonuses 


de 


So just what exactly distinguishes the Greeks from the Norse and 
Egyptians? For one thing, the Greeks start with three villagers, not two. 
[hey also have the best scouting. Greeks need just a single deposit site 
for wood and gold. Greek Heroes are extremely versatile and effective 
fighters. Greeks also possess the strongest 
mythological and human units, and have 
direct control of the rate at which they 

gain favor from the Gods. 


In this chapter, we'll takea 
look at these benefits, provide 
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an overview of the Greek "G 7, 
Major Gods, and outline At “hals %, 
some sample strategies | LG) 
to get you started P 
mastering thís 

powerful culture. 


‘TEhree- Villager Start 


The Greeks start with one more villager than the other two cultures. One more villager; big 
deal, right? Wrong. Having one extra villager over the course of even 10 minutes can make a 
huge difference. For example, a villager collecting wood, without any upgrades, will collect 


This chapter was written by 


Ensemble Studios tester Chris 
“Swinger” Rupp, one of the 
world's best Age of Kings and 


about 50 wood every minute. Over 10 minutes, that adds up 
to 500 more wood than you would have had with only two 
starting villagers! 

Needless to say, that kind of difference can make or 
break a game between two equally skilled players. In fact, for 
a long tme we were extremely worried about Zeus's Bolt 
god power being too powerful, because you could immedi- 
ately run over and invoke Bolt on one of an enemy 's early 


villagers, putting him that much further behind you. We eventually decided it wasn't a game- 
breaker, and that the other eight first-Age god powers just needed to be good enough to 


counter that. 


The Best Scouting 


The Greeks have far and away the best scouting in the game: The Kataskopos (a cavalry 
scout) is without equal in the Egyptian and Norse cultures of the Archaic Age. The 
Kataskopos 1s fast, has excellent line-of-sight, and has a fair number of hit points to stand up 
to settlement fire. This means that right off the bat you need to be running your scout around 
the entire map, exploring every nook and cranny. 


your two Settlements 
between you and the 
enemy and another 
behind you ín a more 
defensible area. 
However, losing the 
safer Settlement to an 


Jd enemy can be even 
more devastating. 


— Greg “DeathShrimp” 
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The best way to do this is to “waypoint” your scout, by holding down the 
Shift key as you right-click in an ever-widening circle around your base. You 
can do this using the mini-map also, meaning that you don't need to move 
your main game screen. Doing this Is the most effictent way of searching 
unexplored areas of the map. However, once you set those waypoints up, you 
cant just leave him alone. Make sure you continually check on your scout 
(control-grouping the scout to “Group 1” is the best way to do this), to 
ensure that he isn't getting stuck anywhere and to update his waypoints if he's 
finished his route. Maybe you can even find and eliminate a near-dead 
enemy villager (hurt from hunting, for instance) by running around. 

While you're scouting, you should be grabbing all of the herdables you 
can find. In fact, I usually run my scout immediately to my enemy 's base area 
and steal as many of his herdables as Ì can, before I go back and explore 
around my own base. Note that map type and the random variation within a 
map can have a big effect on this strategy. Maps often do not have “medium 
herdables,” and the “close herdables” may be so close to an enemy Town 
Center that stealing them may be impossible, or even dangerous. Next, 
its vital to find all of the settlements— yours and the ones near your 
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opponent—right away. If you can base your attack from one of these settlements, it can be 
very effective, as he will then have to go through your army and military buildings to get to 
that settlement. Also, you may be able to wall off his settlements from him. If you're playing 
as Egypt or the Norse, it's not always easy to find all of the settlements. With the Greeks, you 
never have to worry about that. 

The Greeks also have the Pegasus mythological unit. All three of the _ESTIP 
Greek cultures can produce the unit, and it's easily the best scout in the 
game (even better than Odin's Ravens). Since it can fly, walls and water 
arent a barrier, and the Pegasus has excellent line-of-sight. Making 
several Pegasi and leaving them at strategic points on the map to provide 
line-of-sight on everything your enemy is doing is a very good 1dea. 


The Greeks’ single 
depository for both 


wood and gold —the 


Strong eroes, Miuthological ses son 
Cnits, and Humans 


Every Greek Hero on the board represents the best use of the population 
slots required. They are excellent counters for mythological units. This 1s 


you some early wood, 1 
especfally ín a naval 

battle where every 

scrap ís vital. Be careful Iik 
though, as you can end 


especially true of Mythic Age Heroes—a/ways have one in your army. In up withallof youregss \g 
this fourth Age, the Greek Hero has nearly the hit points and attack nmr! vou Î 
get attacked at your 


strength of a mythological unit, and has no real counter. 

Another big advantage for the Greeks 1s the strength of its human 
and mythological units. One Greek Hoplite will beat one Norse Ulfsark 
or one Egyptian Spearman easily. The Hoplite costs a bit more, which 
does balance them, up to a point— but once everyone is at their popula- | —Chris “Swinger” Rupp Alf 
tion cap‚ the advantage is definitely to the Greek player. Even if your 40 er ee 
Hoplites cost significantly more than his 40 Ulfsarks, once youre in the 
late game and resources are no longer so crucial, your equally “popped-out” army (meaning 
you are both at your population limit of 160) is always going to win. Greek mythological units 
are also generally stronger than those of other cultures; they feature more hit points, attack, 
and armor. Although the Greek units are more powerful, that doesn't mean more is always 
better. The player with 40 Ulfsarks can probably replace his army much faster than you can 


replace your expensive Hoplites. 


Controlling Favor Bate 


The Greeks are the only culture with direct control over favor gain. If you need more favor, 
just task more villagers on your Temple. If you are gaining too much, task some of those 
villagers on something else. This advantage is somewhat diminished by the fact that you need 
to put villagers from your regular economy onto the Temple, which can set you back a bit in 
the other resources. (It means one or two fewer gold miners, etc.) 


dual-purpose site, you 
could lose both your 
wood and gold-miníing 
operations. 
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Favor also works on a diminishing-returns method. While we were developing Age of 
Mythology, we had problems trying to find the best Greek favor rate. We'd either have it too 
fast, meaning you saw nothing but armies of mythology units, or too slow, and no one would 
waste any ttme praying at all. We eventually worked out a solution whereby the more villagers 
you have praying, the lower their average effictency 1s. 

For example, one villager praying will gather about five units of favor per minute. Two 
villagers praying will get a little over nine, for an average of about four-and-a-half. Three will 
gather 13, etc. This means you can continue to put more and more guys on favor if you want to, 
and you will get more and more favor, but your efficiency in doing so eventually makes it a bad 
idea to keep putting people on the Temples, unless you have nothing better for them to do. 

The best way to go 1s generally two or three villagers worshipping at the Greek Temple. 
That provides a satisfactory, consistent rate, while still making the best use of all of your 
villagers. Once you get to six villagers, it really isn't advisable to put more guys on, as the rate 
has bottomed out and your return is no longer worth it. (Unless you really want that army of 
Colosst, and don't care if you sacrifice your economy to do it.) 


Greek Major Gods 


This section includes a brief overview of the Greek Major Gods, with highlights on their 
civilization bonuses. Use these guidelines to develop your own strategies. For more on the 


Greek Major and Minor Gods, check out Chapter 3. 


Zus 


Zeus’s civilization benefits include: 


<> Better Hoplites. Since Zeus’s Hoplites are faster than others, and do extra damage to 
buildings, you can use them to raid your opponent's buildings in the early going. Worry 
less about killing his villagers and instead attack his military buildings and resource 
deposit sites. 


$P Starting favor, and faster generation of favor. Zeus is definitely the best God for creating 
mythological-unit armies, because he offers increases both in favor-generation and 
starting favor. With Zeus's starting gift of 15 units of favor, you easily can build an early 
second-Âge mythology unit, such as a Centaur or Minotaur, or research a mythology 
improvement for your Hoplites. 


Poscidaon 


Poseidon's civilization benefits include: 


<> Cheaper cavalry and stables. Obviously cheaper cavalry and stables makes Poseidon he 
cavalry civilization for the Greeks. However, a deceptive strategy when playing Poseidon 
is to go all Hoplites and Toxotes instead of the cavalry your opponent is expecting to see. 
For more on Poseidon's cavalry, check out the sample strategies at the end of this chapter. 
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<> Free sea scout at the Dock. Being able to scout the water for free 1s a very nice bonus. It 
makes the worship of Poseidon an excellent choice for a naval strategy, in addition to cavalry. 


Mades 
Hades’ civilization benefits include: 


<5 Extra damage for Toxotes. Just as Poseidon benefits a cavalry civilization, Hades is the 
choice for archer civilizations. For more on Hades’ Archers, check out the sample strate- 
gies at the end of this chapter. 


<> Free Shades. This is a very nice bonus. Generally the best way to take advantage of it is to 
set the gather point for your Temple to wherever you are currently fighting (hotkey the 
Temple to a control group so you can easily activate it). Any Shades created will move 
to that gathering point. Having a few extra Shades during your battle can make a big 
difference! 


Greek Sample Strategies 


So, now that you know all of that, what should you do with it? This section includes two 
sample strategies to show you how to take advantage of the Greek bonuses. When designing 
a strategy to try in a game, there are several factors that you have to think about, before you go 
into it. 

<> What is it youre trying to accomplish? 

<2 What is the best way to accomplish that goal? 

<2 How can you take advantage of what the game offers? 


<2 How do you have to adjust your style of play to reflect your new strategy? 


Note that these strategies were written for a pre-release version of the game, and might 
not work exactly as planned. These are certainly not the only successful strategies for the 
Greeks, but are intended to get you thinking about how to take advantage of each civiliza- 
tions bonuses so that you can create your own devastating strategies. 


The Poseidon Cavalru Raid 


‘The cavalry rush is designed to be a hard-hitting, fast, raiding type of strategy. While cavalry 
are very tough units, you don't want to fight your opponent's soldiers or Towers. Your goal 1s 
to hit his villagers in unprotected locations and then run away before he can counter. 
However, cavalry are very expensive units to make. So, those are the goals and the obstacles 
that we need to overcome. Here 1s how to go about it. 

The first decision is what civilization to do this with. Of the three Greek civilizations, 
Poseidon 1s obviously the best, due to 10% cheaper cavalry, 50% cheaper stables, and the Lure 
god power (which helps keep your food supply going). Cavalry are very food- and gold-heavy, 
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so we'll need to balance our economy accordingly, while still making sure that we get to the 
Classical Age in around six minutes. 

Next will be a detailed description of the start of the game, followed by more general 
direction as to what to do next. We'll use a “standard” start, but remember that this start can 
vary greatly depending on what map you are playing on and how many resources are gener- 
ated for that map, so you have to be able to adapt to the changes. 


$P First thing: Queue up three villagers at your Town Center. 


< Villagers 1-3. Task them to build a granary by your chickens and berries. During this 
time, send your scout in a path around your Town Center, searching the unexplored areas. 
Find your two starting goats and move them and all subsequent goats close to your settle- 
ment. 


> Villager 4. Assign to one of the chickens. 


<> Villager 5. Assign to the straggler trees by vour Town Center. At this point, you've hope- 
fully scouted enough to find your boars, rhinos, or deer (basically, your huntables) and, if 
vou re lucky, some more goats or pigs. Since you worship Poseidon, you have the Lure god 
power, which will pull in more of the surrounding animals. Cast it near one of your hunt- 
able sources. 


<p Villager 6. Have villager 6 go to your huntable area and start building a granary. 


<> Villager 7. By now you should have found a spot for your storehouse. Your goal here is to 
find a place where you can put a storehouse next to both wood and gold. Even if you have 
to go off a ways to find this spot, it's worth doing. Villager 7 will buitd that storehouse. 
Make sure he goes to wood afterward. Remember to keep your scout moving. Queue up 
more waypoints by holding the Shift key and clicking on the map (or the mini-map). 


<> Villager 8. Put him on the chickens. 
<> Villager 9. Have him build a House, then go to your hunting area. The chickens should be 


close to being done now, so once villager 9 is ready, send everyone over to the granary. 
Research Hunting Dogs to boost your hunting rate. 


<> Villager 10. Put him on gold by the storehouse. 

<> Villager 11. Go to gold. 

<> Villager 12. Go to hunting. 

<> Villager 13. Go to wood. 

<> Villager 14. Build a Femple. 

<5 Villager 15. Go to hunting (or finish the chickens). 


<> Villagers 16-20. At this point you should start to think about advancing to the Classical 
Age. I recommend worshipping Hermes as your Classical Age Minor God, as he offers 
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mythological improvements to cavalry that will help you later. The Ceasefire god power 
also can be useful, if you need to hold the enemy off suddenly. Continue to build a few 
more villagers until you have around 20, and then advance the Age. Distribute the 
villagers where you need them most: first food, then wood. Once you advance to the 


Classical Age, get both the wood-chopping and gold-mining upgrades. 


Now that you're advancing to the Classical Age, you're going to need wood for your two 
Stables and a few more Houses. Once you think you're going to have enough wood, start 
tasking more of your wood villagers onto a gold mine—those Hippikons consume a gold 
supply pretty fast. Task all new villagers on gold as well. Take two of your wood-gatherers and 
start building the Stables, followed by the Houses. Start training the Hippikons as soon as 

_you can. 

| Once you have four Hippikon units, it's time to attack. Hopefully, your scout has searched 
through the entire map by now, so you know where your opponent's base is located. Look for 
an enemy granary or wood and gold depository, as you will likely find villagers there. Send 
your four Hippikons to that point. 

If your opponent sends units to counter your cavalry, run away. While you can probably 
fight anything he has, you don't really want to get into a battle yet. Send your army to another 
spot of his. Remember, you re faster than he is, so you can keep running around! 

During this time you should have built three or four more Hippikons—it's incredibly 
effective to harass at two spots at the same time. By assigning your Hippikon groups to sepa- 
rate control groups, yóu can continually and easily switch between both armies to maintain a 
constant attack on two separate enemy resource collection spots. 

Continue to raid as long as you can. Eventually the enemy will put counters 1n key places, 
At that point, it's time to pull back and stop your raiding. You've probably done enough 
damage to his economy to give you an advantage. You then have two choices: switch over to 
archers to slaughter his infantry units, or start switching over to farming and plan to advance 
to the Heroic Age. 

You've knocked your enemy back quite a bit, so it's very unlikely you will be attacked. 
Instead, expect the enemy to try to boost defenses more. This provides plenty of time to 
advance. Mix, stir, put it in the oven and you have a very tough strategy to beat! 


The fades Archer Rush 


À quick, hard-hitting archer rush can deal a crippling blow to your opponent. Archers are 
ranged units, meaning they can hit an area and continue to hit while the villagers attempt to 
run away. Also, the more archers that are gathered, the stronger they become (due to the units 
on the inside of the group being able to fire to the outside without being counterattacked). 
The biggest advantage to basing your attack on archers is that they don't cost any food (only 
wood and gold), leaving food supplies free to build villagers and advance in Age. 

‘The weakness of archers is their low hit points and low armor—archers are killed easily 
by cavalry and even Infantry, if the infantry units can reach the archers. Counter-archer units 
like Slingers and Peltasts also can make short work of your archer army; be sure to avoid 


them. If you get into a fight with them, run! 
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The first decision is what civilization to play. Hades has an archer bonus, making him the 
best choice. Also, his god path ofters the possibility of researching all archer improvements 
for every God, which can make your late-game archers especially lethal. 

The start for an archer attack will be the same as a regular start until you advance in Age, 
where it then plays differently. Since we only need enough food to keep villager production 
going, our economy will be directed toward wood and gold after advancing. 

For the first 15 villagers, use the Poseidon start illustrated earlier. 


<> Villagers 16-20. Start preparing to advance to the Classical Age, and as soon as you have 
enough food, advance. Ares is your God of choice here, as his Pestilence god power is a 
powerful way to stop your enemy from building counter-archer units. Plus, Ares also has 
an archer improvement available to research. 


Once you're advancing to the Classical Age, research the gold and wood upgrades, and 
start switching the majority of your economy to gold and wood. You're only going to need 
about four villagers tasked on food at this point to maintain your villager production. All 
other villagers should be tasked towards wood and gold to fund your archers (with a slightly 
higher emphasis on wood, because your Archery Ranges, Houses, and archers are going to 
take a lot of it). 

As soon you reach the Classical Age, place two Archery Ranges and a couple of Houses. 
Start training the Toxotes! As soon as you can fund an Armory, do so. As you're building your 
archers, make sure to get the Medium Toxote upgrade, as it also costs only wood and gold. 

Onee you have four or five archers, it's time to attack. You should have scouted out your 
enemy’s base by now. If he is Egyptian, he will have the automatic Tower upgrade at Classical 
Age, so you have to be wary. [f he is Norse or Greek, check to see if he has upgraded his 
Towers. If the enemy has Towers up, be careful, because Towers and archers don't mix well. 
Look outside his camp and see if he has any villagers mining gold, hunting food, or chopping 
wood outside the radius of his Towers. 

If the enemy doesn't have Towers, then move in much closer—vyou should be able to 
directly harass his villagers. If the enemy counters with cavalry or slingers, run away. If the 
enemy sends anything else, at this point you should be able to fight. 

Your goal is to disrupt his economy, more than it is to kill villagers. If his villagers are 
continually retreating from your archers, then they aren't gathering resources, meaning he's 
falling further and further behind. If he doesn't have a safe place to chop wood or mine gold, 
then he's very limited in what he can do to counter you. This puts you ahead. Continue 
making archers—the more you train, the stronger they are. Once you have spare wood, build 
a Stable and/or Barracks and make a few Hippikons if you're facing Egypt, or infantry if 
you're facing a Greek or Norse civilization. Use these to counter any anti-archer units the 
enemy sends at you. 

Once you have a steady stream of archers training, it's time to switch back to food, so you 
can get your Armory improvements and start thinking about advancing to the Heroic Age. 
Research Husbandry, eat the rest of your sheep, and then switch to farming. You should have 
plenty of wood to use on farms when you need to. Choose to worship Apollo in the Heroic 
Age if you want to continue the archer trend. You should be miles ahead of your opponent 
and an easy victory shall be yours. 
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#Advanced Eguptian Ke 
Strategies 


he Egyptians have a completely different game focus from 
that of the Greeks or the Norse. The powerful Pharaoh 
completely alters Egyptian play and leaves a myriad of options 
available to you. Also, the Egyptians don’t require any wood for 


their buildings, which can drastically affect your economy. 


This section provides advanced strategies for the Egyptian culture. 
We discuss Egypt's distinct characteristics — the unique Pharaoh 
and Priest units; gaining favor from Monuments; the low wood 
requirement; free Towers; and the ability to traín Mercenaries. 

We include an overview of the Egyptian Major 


Gods, and provide sample strategies to get 
you started mastering this unique culture. 


The Pharaoh 


The Pharaoh ss a truly unique unit in the real-time-strategy genre, and knowing how to use 
him correctly can make a world of difference. 
Here's an overview of the Pharaoh's important abilities: 


<> The Abiliey to Empower. When a Pharaoh is tasked onto a building, he “empowers” it, 
causing that building to work faster (training units, researching improvements, etc.) or be 
built faster. Empowerment even increases the deposit rates to that building: If a laborer 
normally would drop off 10 units of wood at a lumber camp, he instead drops off 12 when 
it's empowered. Moving vour Pharaoh around your base to balance your economy takes a 
lot of skall, attention, and planning. Think about where 
he is going to be most effective. For example, if you have 
Ba st idkeier Cie 10 farmers around a granary, yet your Pharaoh 1s empow- 
B lea” Renomane ofdhewenldie ering a mining camp with only two laborers, then he's 
best Age of Kings and Age of not where he should be. You generally want to have the 
Pharaoh either at the deposit site with the most laborers 
working at it, or at the gathering place of whatever 
resource you need the most. (And then put the most 
laborers there as well). Also, having the Pharaoh empower building construction can be 
very important. The Egyptians build structures more slowly than the other two cultures, 
so using the Pharaoh to help place your first Barracks or Migdol Stronghold to help guard 


the entrance to your base can be crucial. 


<> The Ability to Heal. Although the Pharach can heal your units, the Egyptian Priests also 
have this ability. It's generally better to have the Priests healing your ármy instead of the 
Pharaoh. The Pharaoh needs to be used for other tasks! 


This chapter was written by 


<> Very Strong Counter to Mythological Units. The Pharaoh is the most effective Hero in 
the game. By the time he's fully upgraded in the Mythic Age, the damage from his ranged 
attack is over 20! Combine that with his bonus power against mythological units, and the 
Pharaoh becomes a very deadly fighter. It isn't usually advisable to move your Pharaoh out 
of your base to fight mythological units in a forward attack, but if you're being attacked #7 
or near your base, always stop empowering and move the Pharaoh into the fight. He will 

take down all of the enemy mythological units in no time—just make sure to protect him 

from human units. 


<> Doesn't Count Against Population Cap. One of the more subtle bonuses of Egypt is 
that the Pharaoh doesn't count against your population cap. When every inch of popula- 
tion room matters, the Pharaoh becomes a much-appreciated bonus unit to your army. 


<> Automatically Reborn After Death. Upon dying, the Pharaoh respawns from your Town 
Center 90 seconds after death. If he's killed, it isn't the end of the world. (Although that 


delay can sometimes feel that way when you really need him!) 
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So what is the best use of the Pharaoh? It really depends on what youre doing at the 
moment. Having the Pharaoh run out and fight in your army can be very helpful—but is it 
more helpful than the extra resources youre giving up at home? Ì recommend keeping him in 
your base, empowering your economy, until you hit your population cap in the Classical Age. 
At that point, using that extra fighter in your army is a welcome boost. Plus, after the Age- 
advancement, the Pharaoh becomes even more effective in battle. For the most part, using the 
Pharaoh effectively just takes practice to find out what fits your playing style the best. 


\ 
Priests 
Like the Pharaoh, Priests improve upon reaching each new Age. Every time you advance, 

‚ Priests receive more range, hit points, and attack. They're not powerful enough to be elite 
fighting units, however. They aren't complete wimps, but they don't perform very well versus 
human units. Where the Priests shine, though, is in their ability to heal all of your units after 
every battle. 

In every Egyptian army, include one or two Priests. During a battle, they are not very 
effective fighters or healers, but if you heal all of your units after every singe battle, you'll 
always have more units (and resources) than your enemy. Like all healing in 4OM, Priests 
heal idle units much faster than those engaged in combat. 

Every unit you heal is one more unit you don't have to replace at full cost of resources and 
tme. Over the course of the game, the saved resources can really add up (especially when you 
consider the cost of War Elephants). Priests are expensive at 100 gold, but by always building 
one or two and sending them out with your troops, youre not only protecting yourself against 
enemy mythological units, but also extending the life of your army, which is more than worth 
the cost. 


Gaining Favor 


To gain favor from the Gods, the Egyptians must construct Monuments (there are five total) 
that gain favor just from their presence. But Monuments require resources and time. Like 
those of the Greeks and Norse, the Egyptian system of gaining favor has advantages and 
disadvantages. 

On the plus side, the Monuments continue to generate favor as long as they remain 
standing, providing you with a constant source of favor that doesn't require you to tie up your 
economy with villagers. It's also very consistent. You can always expect to have a certain 
amount of favor at a given time, and can plan accordingly. 

On the negative side, the cost and “build time” of each subsequent Monument increases. 
Also, since the favor system is steady and consistent, you don't have the option of quickly 
getting a few points of favor if you need it. You've also maximized your favor gain once you 
have all frve Monuments built; you can't produce favor any faster. Note that as Ra, you can 
empower all frve Monuments with your Priests. The benefit, however, is only 25% with all 
five empowered. So unless you really need a lot of favor, 10 population slots and 500 gold isn't 


worth it. 
Gaining Favor be 


Build the first Monument within the first few minutes of the game, but not at the very 
start. (lt will make you unable to maintain villager production, so wait until you have a consis- 
tent food supply before you build the structure.) Building that first Monument soon should 
provide 15 to 20 favor at the start of the Classical Age, which is perfect for a mythological 
unit or improvement. 

If you aren't planning a strategy heavy with mythological units, three Monuments is all 
you need. The structures should provide enough favor for the occasional mythological unit 
and all of the mythological improvements you desire. Obviously, building four or five will 
provide more favor, but the greater cost and build time makes the deciston unwise unless you 
plan to build an army of mythological units. 


Free” Buildings 


Another key difference for Egypt is that none of their buildings requires wood. They are 
either free (such as deposit sites) or cost a small amount of gold. This means wood is a 
resource that Egypt generally needs very little of, allowing the Egyptian player the freedom 
to focus the economy on food and gold—at least in the early going. As with anything, there 
are pros and cons to Egypt's free buildings. 


‘The pros: 


<2 No wood means your economy can be focused almost solely on gold and food. Obviously, 
a two-resource economy is easier to manage than a three-resource economy. 


1 
| 


<> Leaving your forest intact helps preserve the natural fortifications around your basc. 
While your enemy chops down all of his forests, leaving his base wide open, your 
surroundings remain relatively untouched. 


$P Free buildings means you can place multiple foundations at once without having to pay for 
them all—great for building all of your Houses right away! T'his also makes relocating 
deposit sites easier. 


“Ehe cons: 


$P Egyptian structures are built much more slowly than comparable Greek and Norse build- 
ings. (Perhaps mud bricks take time to bake.) This is the penalty for not having to pay 
anything for your buildings; the low cost is balanced by the ammount of extra villager time 
you spend building them. Remember that using a Pharaoh to empower construction 


certainly helps! 


<> With a “no wood” economy, it's very easy to run short of wood for some of the 1mprove- 
ments that you need (for instance, improvements to gold mining and farming require 
wood). You also need wood for Slingers, Chariot Archers, ships, and siege weapons. 
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Defense: Towers and Mercenaries 


Two of the more subtle Egyptian distinguishing factors are the free Tower improvements and 
the Mercenaries. What exactly are they, and what can they do for you? 


Tower Emprouements 


At the beginning of the Classical Age, Egypt's Towers are improved for free. Instantly! This 
bonus permits the Egyptian player to play very defenstvely if he or she desires. With your base 
naturally protected by Towers immediately, it's very easy to sit back and let the enemy come to 
you. Also, you could easily build additional Towers all over your base for protection—or at 
your enemy’s base, with a forward attack. 

Building an extra Tower over your gold mine is usually a good idea, and ESTIP 
putting a Tower over a key choke point or two can help to secure your base. Tk 
While the Greeks and Norse can upgrade their Towers, too, Egypt's free 


improvement right at the start of the second Age is a very significant 


advantage. | ó 
Mercenaries Ere 
\_defenses work 
The Egyptian Mercenaries are units that train almost instantly, out of any j especially well with 


another Egyptian 
quírk: They can build 
farms ín the first Age. 


settlement. However, the Mercenaries last only a short time, and disappear 
even if not killed. Using Mercenaries effectively 1s fairly difficult but can 


have a very positive benefit. On the negative side, Mercenaries last a very BE Le le stele 
short time (45 seconds, 60 if they've been improved). Trying to use them M_ smart strategy when 
oftensively 1s almost impossible unless you have gained asettlement neara | there are abundant 
battle. Mercenaries also are very expensive; building a lot can quickly drain resources around, # 
can be useful if you 
your economy. 
O he pl id . N 3 $ getpinned down or 
nt e plus side, they are an instantly created army that doesn't require Beta Seep wit low 
population slots. Mercenaries give you the ability to protect large areas of | resources nearby. 
the map. If you are attacked at a settlement while your main army is off | _— reg “DeatnShrimp” 


fighting elsewhere, you can quickly make several Mercenaries to ward 
off the invaders. Mercenary Cavalry are particularly excellent at running 
out and “killing” siege weapons that are firing at your settlement. 

You really have to judge carefully whether a situation is right for 
Mercenaries. If you are fighting around a settlement you currently hold, it's usually a very 
good idea to build them there. But if you're fighting on the outskirts of your town, where the 
Mercenaries would only have time to fight for a few seconds before going away, then you 


definitely shouldn't build them. 
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Gguptian Major Gods 


This section includes a brief overview of the Egyptian Major Gods and highlights their civi- 
lization bonuses. Use these guidelines to develop your own strategies with them. For more on 
the Egyptian Major and Minor Gods, check out Chapter 4. 


Ra's civilization benefits include the following. 
<2 Monuments are cheaper. This can save you a lot of resources. A strategy heavy in myth 
units is easiest to do with Ra, as you can build all five of your Monuments much more 


cheaply than you can with the other Egyptian civilizations. The Monuments also have 
more hit points, which can help them survive an attack on your town 


>» Ra Priests can empower like the Pharaoh. Ra's economy is arguably the best in the game. 
By putung Priests to work at all of your resource drop sites (you can assign only one Priest 
to each site), you can boost your entire economy. It also helps you build all of your struc- 
tures faster. However, this bonus is somewhat deceptive: Once you've hit your population 
limit, you have to be very careful about whether or not to use Priests to empower. They 
empower at 25%, which means there must be nine laborers working at a deposit site before 
the Priest is better than just adding two more laborers (9 x 1.25 = 11.25,9 + 2= 11). If you 
have a Priest empowering a site with only five villagers working there, he's being wasted 
and the population slot could be better used elsewhere. 


<> Chariots and Camelry have more hit points. This makes going with a heavy Migdol 
Stronghold strategy quite effective. A successful strategy with Ra is to play defensively and 
use your Rain god power to shoot you up to the Heroic Age quickly so you can build a 
Migdol Stronghold or two and start training lots of Camelry. They also move faster. 


<> Ra's Pharaoh also empowers gathering at an improved rate (+25%) compared to Set 
and Isis (+20%). Combine that bonus with the ability of Ra Priests to empower, and the 
Ra economy can boom very quickly. 


Isis 


Isis's crvalization benefits include the following. 


<> Cheaper improvements. While cheaper improvements are always nice, the big thing to 
note here is that Age-advancement is also cheaper, which makes a significant difference in 


your ability to advance in Age quickly. 
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<# Priests build obelisks faster and cheaper. This bonus is far more useful than the average 
player may realize. Every time I play with or against Isis, 1 see obelisks all over the map, 
because the Isis player will usually scout with a Priest by building obelisks everywhere. The 
structures provide a permanent and extensive line of sight (until destroyed), and although 
obelisks crumble quickly, usually the enemy won't find them all, leaving you the ability to 
see in a lot of places. This can be a huge factor; scouting the enemy 1s crucial. 


<2 Monuments block enemy god powers. This is another ability that can really aid in 
defense. Having Monuments spread around your base, or your ally's base, can make a huge 
difference when your enemy is looking to fire off that Meteor or Tornado god power in 
your town. If youre feeling daring, you can forward-build your Monuments near where 
youre fighting—a useful tactic when you know your enemy has a Lightning Storm or 
Curse that he's just waiting to use. 


Sct 
Set's civilization benefits include the following. 


<p Set’s Priests can convert animals. This is one of the coolest bonuses in the game. Being 
able to convert all of the wild animals on the map can be a fun advantage for you! Some of 
the favored tactics amongst playtest team members: Convert a wolf or hyena to scout the 
map for you; quickly run over and steal one of your enemy's rhinos or boars; or amass an 
army that's ready to go in the Classical Age by converting all of the lions, tigers, and bears 
(oh my!) that you can find. 


<7 Animals are created at your Temple in each Age. Getting a few free units at the begin- 
ning of each Age never hurts; use them for fighting or for eating. You even start with a 
Hyena as Set, which is a good scout with a decent attack. 


<7 Pharaoh can summon animals. This is an often-overlooked feature. Set’s Pharaoh has 
the ability to summon all kinds of animals for either eating or fighting. They train very 
quickly, but also cost favor, so you have to weigh whether a mythological unit or a croco- 
dile would be more valuable to you at any given time. 


<7 Slingers and Chariot Archers train faster. These are the human wood units for Egypt. 
Training them faster can always be useful, especially in late-game combat. Slingers also 
have more hit points and better Hack armor, making them more like a mainline unit than 
Ra or Isis's Slingers. 
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So, now that you know all of that, what should you do with it? T'his section includes a couple 
of sample strategies that take advantage of the Egyptian bonuses. When designing a strategy 
to try in a game, there are several factors that you have to think about before you go into it. 


<5 What is it you're trying to do? 
<2 Whats the best way to accomplish that goal? 
<> How can you take advantage of what the game offers? 


<> How do you have to adjust your style of play to reflect your new strategy? 


Note that these strategies were written on a pre-release version of the game and might not 
work exactly as planned. These are certainly not the only successful strategies for the | 
Egyptians; they re intended to get you thinking about how to take advantage of a civilization’s | 
bonuses so that you can create your own devastating strategies. 


The Binx (Also nown as the Ba Sphinx Attack) 


This strategy 1s based around Ra's cheaper Monuments and the Rain god power, which 
combine to create a huge economy and an army of mythological units that should catch your 
enemy by surprise. The difficulty inherent in the strategy is that it takes a long time to get 
going, meaning you have to sit back and play a very defensive game until you have enough 
resources coming in that you can start building Sphinxes. 


<> The Start: Queue up four laborers (not five) at the Town Center. - 


<> Laborers 1-3. Task one laborer to start building your first Monument. (When it's 
finished, move that unit onto berries.) Task the other two laborers to build a granary (with 
Priest empowerment) near the berries. Take your two goats and send them on a scout path 
around your town, eventually ending up back at your Town Center. Youre doing this to 
expand the line of sight outside your town a little bit more. Task the Pharaoh to start 
scouting around your town, looking for things to hunt— gold, etc. We're using the 
Pharaoh to scout because he has a much better line of sight than the Priest, and the Ra 
Priest can empower just as well as the Pharaoh. (This is the opposite of how the other 
Egyptian “civs” are played.) 


<> Laborers 4-8. Send to berries. | 


$P Laborer 9. Place a mining camp. Once the Pharaoh has made one scouting pass around 
your base, task him to empower the camp. 


$P Laborer 10. Task this laborer to build your second Monument. When it's finished, send 
him to gold. 


<# Laborer 11. Build a granary by your next food source—hunting or berries (don't research 
Hunting Dogs—we need the wood for later). 
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<> Laborer 12. Build a House, then help with the Temple (see “Villager 14” below). 
<p Laborer 13. Second food source. 

<> Laborer 14. Build a Temple. When it's finished, send Temple builders to gold. 
<p Laborer 15. Second food source. 

<p Laborer 16. Food. 

<> Laborer 17. Gold. 


<2 Laborers 18-20. We need to start getting ready to advance. Keep sending villagers to food 
until you have the 400, then advance to the Classical Age. Worship Bast for the Sphinxes 
and Sacred Cats improvement. Once you run out of food, have all of the food laborers 
start building farms around your Town Center. 


When you have 150 food, build your third Monument. As soon as you hit the Classical 
Age, around six minutes or so into the game, research your two farming improvements 
immediately—Plow, and Bast's Sacred Cats. The god power Rain will triple your food 
production, so you'd rather triple the increased rate than the base rate! (For most improve- 
ments in the game, the order in which you research them is irrelevant. For some god powers, 
however, it does matter.) 

Ás soon as both improvements are done and you have built seven to eight farms, have the 
Priest empower the Town Center and invoke Rain. During this time, you should build your 
first Sphinx, so that you have something other than Towers to defend yourself with. 

That Rain will provide a ton of food, so you won't need to build any more farms for a long 
tume. Instead, continue to build the fourth and fifth Monuments, and train Sphinxes. 

Build a second Temple so you can improve the Sphinxes, and at the same time, keep 
building more of them. When the second Temple is complete, start researching the two 
Sphinx improvements. Once you have eight or nine Sphinxes, attack. Since the Sphinxes do 
an area attack with their special power, sending them into a mass of villagers near wood or 
gold is deadly to the enemy. Be sure to avoid the enemy Heroes, and once you get into your 
first major battle, invoke Eclipse to boost your mythological units’ attack and speed. Unless 
your enemy has an army of Heroes ready, the Sphinxes should make quick work of it. 


The Isis Turtle 


While in general rushing straight to the third Age 1 a risky proposition, Isis has a much 
better time of it than most. With her myriad benefits and Egypt's natural ability to turtle, it's 
a viable strategy. The problem with turtling—concentrating on defense, as discussed in 
Chapter 11—=s that it's difficult to decide just how much turtling is needed. Do you build 
four layers of walls over your entire base, with Towers covering the whole thing, sacrificing 
your economy to do so? Or do you go with only a light defense, in the hopes that the enemy 
doesnt attack hard? Isis has less trouble with that question, as she offers two very powerful 
god powers in the second and third Ages that can get you over the hump, so to speak, and 
allow you to bust out of your turtle successfully. 
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These two god powers are Plague of Serpents and Ancestors. Both create instant military 
units for you, giving you the ability to protect your base without having to commit a large 
number of resources to turtling up. Used in conjunction right away in the Heroic Age, these 
two powers can crush any Classical Age army. This allows you to then grab a settlement 
or two and make a Migdol Stronghold in which to build your elite units and overwhelm 
your opponent. 

À second big advantage with Isis is the 10 % reduction in the price of all improvements, 
including Age-advancement. [hat bonus makes advancing in Age much easier and faster, as 
you can afford to click the button that much sooner. And the third advantage is Egypt's 
natural bonus of free improvements to your Lowers—a turtler’s dream. Anyway, enough 


talking: On with the show! 


<# Laborers 1-3. We're not concerned about a Monument right now. We need to be using 
every scrap of resources for our immediate needs, so send all three to your berries and have 
your Pharaoh start empowering the granary. Send your Priest on a scouting pattern 
around your camp. As your Priest gets to the edge of your area, have him build a few 
obelisks. Not many, but enough that you can expand the line of sight around your base. 


<> Laborers 4-6. Berries 
<2 Laborers 7-8. Build a mining camp and start collecting gold. 


<> Laborer 9. Berries 


<2 Laborer 10. Find a hunting area and start building a granary. While that's being 
constructed, research Hunting Dogs. 


<> Laborer 11. Build a House and then go to the hunting area 


<# Laborer 12. Head to hunting as well. At this point your berries should be disappearing, so 
take the berry-gatherers and the Pharaoh and move them to hunting as well. 


<# Laborer 13. Build a Monument and then go to gold. 
<2 Laborer 14. Gold. 

$P Laborer 15. Build a Temple, and then go to gold 

<> Laborer 16. Straggler trees around your settlement. 
<> Laborer 17. More straggler trees. 


$P Laborers 18-22. Allocate to food and gold as you see fit. We dont need any wood in the 
near future, so ignore it for now. It's time to start advancing in Age, so keep sending 
villagers to your food sources until you have the 360 that you need, then advance and 
choose Anubis in the Classical Age. You should reach the Classical Age at a point 


between five and six minutes into the game. 
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<> Classical Age. Make sure to continue building villagers once youre in the Classical Age, 
till you have 28-30, at which point start advancing to the Heroic Age. More details about 
what to do in this Age are below. 


Once you click on the button to advance to Classical Age, have a villager head out 
and start building walls to cover your base. Make sure that you have at least one gold mine 
inside your walls (the more the merrier) and make sure that you enclose your entire base. 
Discovering later that you missed a spot, as the enemy army pours in, is never very much 
fun. The wall needs to be finished within 30-45 seconds of your opponent's advancing in 
Age. If you don't think your one villager is going to be able to do that in time, send a few 
more to help him. 

We want to avoid having to farm for as long as possible, so as soon as your first hunting 
area is done, move to the next one (assuming you have one!). Once that second area is 
exhausted, it's very unlikely that you are going to have any safe areas left (as your enemy will 
probably have an army roaming around out there by now), so head back inside your walls. 

When it's time to move inside the walls, it's time to start farming-— but before we do that, 
we need to take advantage of our Prosperity god power. Send some of the hunters to gold so 
that you have around 10 people on the gold mine (more and it just gets too congested), and 
research the Pick Axe improvement af it's available to you. As soon as that finishes, cast 
Prosperity, with the Pharaoh empowering the gold mine. This will really boost your gold 
supplies and give you all the gold you'll need to build your farms and advance in Age. With 
the extra hunters still left, start building farms around your Town Center. As soon as 
Prosperity is done, move a few of the gold miners and the Pharaoh to farm production. 
Remember to also get the Plow improvement for your farms. 

During all this, task one of your newly created villagers to build an Armory. The 
Armory takes a very long time to build, so plan ahead for this. Your enemy may be banging 
at your walls, so if you have to, improve the walls. But do this on/y if you absolutely have to, 
as we cant spare the food. Putting up a Tower where they are attacking is the better bet. 
Worst-case scenario: Use your Plague of Serpents god power to hold them off while you get 
to the third Age. 

Once you have the necessary resources, advance to the Heroic Age and pick Nephthys to 
get the Ancestors god power. You should be able to make it to this Age in around 10 minutes. 
Ás soon as you hit the Heroic Age, take the Pharaoh and a fair number of villagers (five or six 
from food, or gold if you have a lot extra) and head outside the walls to your closest settle- 
ment. With the Pharaoh empowering the construction, the settlement should be created 
pretty quickly— with luck, before the enemy has time to react. If he does see you there, 
protect yourself with Serpents first, and then Ancestors if you have to. You need to get this 
settlement up. Once it's up, his army will have to pull back, at which point you can take those 
villagers and the Pharaoh and build a Migdol Stronghold right next to your new settlement. 

With a settlement and a Migdol Stronghold there, it's going to be nearly impossible for a 
Heroic Age army to take that area out, so you can start to boom out of both settlements now. 
Take note of the units he has been attacking you with, and build the appropriate counter units 
out of your Migdol Stronghold. Start getting your Blacksmith upgrades. Once you feel safe, 


head over and take your third settlement and continue your boom. You will need a second 
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Migdol Stronghold when you can afford it, so that you can build your army twice as fast. 
Eventually you can switch to War Elephants, and just start plowing through the enemy base. 
Your enemy at this point should be panicking, seeing you in the Heroic Age already, and 
he will try very hard to advance to the third Age as well. While he's advancing though, you 
are expanding your economy, so that by the time he gets to Heroic, you are already way ahead 
of him, and it's too late. As long as your turtle “shell” stays intact in the early going and you f 


can get your first settlement up, this strategy should allow rushing to the Heroic Age to pay 
off quickly. You'll leave your enemy choking on your dust. 
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sugar, spice, and everything mean and nasty, then toss 
itup into the aír a few times and what youre left with ís the Norse. 
Drastically different from the Greeks, Egyptians, The Age of Kings, 
or anythingelse out there, the Norse are the most difficult culture to 
play in Age of Mythology by far. Their entire economic and military 
makeup is protoundly radical. 


This section provides advanced strategy for the Norse culture. 
We discuss the characteristics that make the Norse different — 
starting units, Dwarves, mobile deposit sites, 4 


infantry construction crews, and gaining 
favor through combat. An overview of 

the Norse Major Gods ís also included, as 
well as some sample strategies to get you 
started mastering this interesting culture. 


Two- Villager, Ox Cart, Clfsark Start 


The Norse starting units are very different from those in the other cultures. You don't have to 
use your villagers (called gatherers) to build anything (more on this later), meaning that all of 
their time is spent collecting resources. Also, having the Ox Cart right off the bat means that 
you don't have to build any deposit sites, saving wood and 
Tnet eenenlb: time. (Again, more on this later.) 

Ensemble Studios tester Chris Since your starting Ulfsark is both your scout and 
“Swinger” Rupp, one of the world's Hè _ your builder, be careful not to scout too close to the 

Bk ABS OMSIDES RG AEAA enemy's base unless you are monitoring the Ulfsark 
closely. Running too close to the enemy settlement and 
getting killed is definitely not the best way to start the 
game. Also, be careful and don't build anything too close to your enemy, like a House or 
Temple, because af he sees vou, he could harass your builder and cause you to waste a ton of 
time and resources. [t's always safer to build near your town. 


Dwarven Miners 


Dwarves are resource gatherers that cost 70 gold (though Thor's Dwarves are cheaper). 
They're weaker than human gatherers at collecting food and wood (except Thor's Dwarves), 
but better at gold mining. Having Dwarves is an extremely nice benefit to the Norse 
culture— you should always build several to do all of your gold mining for you. Also, since 
they don't cost any food, whenever youre food-starved you can build Dwarves instead, 
helping to keep your Town Center always working. 

In alot of the games I've played as Norse, | would start saving all of my food around the 
time l wanted to advance in Age, while still building Dwarves, providing a faster Age- 
advancement time. Ì recommend building at least four or five Dwarves, and quite possibly 
more during the course of the game. 

One option that you have at the start is to spend your first 150 gold on two Dwarves. They 
will pay for themselves fairly quickly, so it's generally a good idea. The only possible hiccup is if 
you want to research Hunting Dogs right away to enhance hunting, which will leave you with 
only 50 gold, so you'll have to mine some more before building your first dwarf. 


Do True Archer 


The Throwing Axeman is the closest thing to an archer the Norse have. While this means | 
the Norse player doesn't have to worry about improvements for a third unit type (instead 
focusing on just cavalry and infantry), it also allows the opponent to ignore defenses against 
archers. | 

The Throwing Axeman loses to both of the other cultures’ ranged units, leaving the 
Norse at a distinct disadvantage in ranged combat. You can turn this into an advantage, 
however, with a sneaky strategy: Use a surprise army of Norse Ballistas in the Mythic Age. 
Since the Ballistas do pierce damage, and your enemy probably doesn't have any pierce armor 
improvements, this can be very deadly. 


- in Me in je en aa. Ar ar mn an Oe men _ p _ oe => me _ 
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Morse Infantru Build 


Norse gatherers can build only farms. This is far and away the most substantial difference in 
the Norse economy, and drastically changes their entire gameplay. When playing Norse, you 
always have to be cognizant that you need a military unit or two around to build your Houses, 
‘Temples, Longhouses, etc. On the plus side, this fact makes Norse the most aggressive at 
taking over territory. 

For example, as soon as your Norse destroy an enemy settlement, you should immediately 
drop your own settlement on top, and start building, even if it's in your enemy's base! Since 
you usually will have 20-30 soldiers at the time, the settlement will go up very quickly, 
giving you a strong foothold. 

On the negative side, Norse buildings are fairly weak. Once you start losing them, they 

__go down like a house of cards. Since you must produce units at your military production 
centers in order to rebuild, you're in serious trouble if the enemy is destroying these structures. 

Thus, building forward is very dangerous for the Norse player. It's generally safer to build 
your first military base very close to your own base before expanding. As the game progresses, 
get the building hit-point improvements in the Town Center to strengthen the weak Norse 
buildings. You're then less vulnerable to building raids, and to the Earthquake god power. 

While it's very tempting to just drop Houses wherever your Ulfsark happens to be at the 
time, this is a bad idea. Because the Houses are weaker, the enemy can easily destroy all of 
your straggler Houses, leaving you short on population room at a critical time. As we said, the 
closer your Houses and other buildings are to your base, the safer they are. 


Mobile Deposit Site 


The Norse can't build traditional deposit sites and must rely on their Ox Carts for everything 
from dropping off resources to researching economic improvements. This gives the Norse a 
very nomadic flavor; it's always very easy to transfer your wood-chopping or gold operations. 
Being mobile allows you to move the Ox Cart as necessary, whether you're escaping a raid, 
following your wood choppers, or starting a new gold mine. This helps in balancing, and relo- 
cating, your economy whenever you need it. 

The Ox Cart does have some negatives: It moves very slowly, making it difficult to send 
across the map to that other gold mine you need. Its lack of speed makes it a vulnerable 
raiding target, as well. And finally, it builds out of the Town Center, meaning that while 
youre building one, your Town Center is neither advancing in Age nor building more gath- 
erers or Dwarves for you, which can have a negative effect on your economy. 

[ wait to build a second Ox Cart until I absolutely have to by gathering two resources 
from one spot and a third resource at the Town Center. For example, wood and gold with the 
Ox Cart, and goats at my settlement; or gold and deer with the cart while chopping my strag- 
gler trees. Usually 1 find that I can get by with one cart just fine until I'm ready to advance in 
Age, at which point [ will build the second cart right before advancing. 

One temptation that I recommend against is to make a group of farms around a lone Ox 
Cart. These “Ox Cart farms” generally are badly protected. All your enemy has to do is take 


out your Ox Cart and all the farms are worthless until you can build a new cart and get it over 
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there. The best way to expand your farming is to do it all around your Town Center, and to 
branch out an “Ox Cart farm” right next to your existing farming setup. This 1s safer and more 
effective in the long run. 


Favor “Ehrough Fighting 


Depending on how you look at it, the Norse have either the best or the worst way of gaming 
favor. The Norse method of gaining favor, going along nicely with their thirst for blood, is by 
doing something violent. Favor is generated every time a Norse unit (including gatherers but 
excluding myth units) does damage. Whether the unit kills an enemy, slaughters a goat, or 
throws a rock at a building, favor is generated. (Fechnically, you don't need to get a kill. If a 
unit provides two favor on death, knocking away 50% of 1ts hit points will net one Favor.) 

As with everything, there are pros and cons. 


<# Favor is virtually free. You don't have to spend any resources or gatherer time to pay for it. 
<2 Once you are fighting, Norse favor can easily come in faster than you can spend it. 


<> You will always have favor as the Norse. While it's easy to forget to maintain production 
when youre playing as a Greek or an Egyptian, with the Norse it's never a problem. 


<> Hersir Hero units can generate a trickle of favor just by being on the map—and generate 
extra favor when fighting. 


<p Killing oh-so-ferocious goats and deer can even provide favor. 


<? Early Norse mythological units tend to cost less favor than Greek or Egyptian myth units. 


“Ehe cons: 


<5 If youre losing, favor is really hard to come by. Guys who get killed before they can do any 
damage don't get much favor at all. 


$P If you need just one more point of favor for that Mountain Giant, it can be hard to get it, 
as fighting isn't always the best option at any given time. 


$P Early-game favor is difficult, as you are rarely in combat in the Archaic Age. 


Using your Hersir 1s the best way to gain favor when youre playing Norse. Hersir units 
gather twice the favor of regular units while fighting, and they also slowly give you favor just 
for being there. Norse Longboats and Ragnarok Heroes also receive a bonus to favor gain. 

In those situations where you find yourself needing just a bit more favor, you should look 
around your army and see if there 1s any wildlife nearby. Killing a rhino or even some zebra 
will usually get you what you need. 
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Gatherer Conversion to Clfgarks 


This subtle bonus is one of the more difficult ones to employ. For the price of training an 
Ulfsark, you can convert a Norse gatherer into an Ulfsark. Now, at first glance, you might say, 
“That’s terrible: 1 just spent 50 food for a gatherer and now I have to spend an additional 50 
food and 30 gold to turn him into an Ulfsark? Why would I ever want to do that?” 

Well, here are just a few situations where this bonus can come in very, very handy. 


$# Your enemy sends four Raiding Cavalry units against your wood choppers. You have no 
military there, and your gatherers are going to get chopped to bits trying to run away. By 
converting even just three of your gatherers into Ulfsarks, you allow the rest of your gath- 
erers to keep working instead of having to run. You shouldnt lose any more gatherers than 
those three you converted, and you now have three extra Ulfsarks. 


$# You've just lost all of your infantry units and, at the same time, your enemy destroyed a few 
of your Houses. You suddenly realize that you're at your population cap and can no longer 
build any military, and thus you cant build any more Houses either. You can, however, grab 
a gatherer or two, convert them into Ulfsarks, and build your Houses. Also, you can use 
them to quickly build a Tower or a wall to protect your gatherers and town. 


$# Gatherers are immediately converted into Ulfsarks, so if you need something right now, 
you dont have to wait the sixteen seconds or so an Ulfsark takes to be created! 


$# You could attempt the “Poor Man's Ragnarok.” (It should probably be called the “Rich 
Man's Ragnarok,” given the resources required.) While this isn't something l would 
recommend doing very often, you can create your own Ragnarok of sorts (a variation on 
Baldr's god power), by creating a lot of gatherers and then converting them all. Since gath- 
erers count as one pop slot while Ulfsarks count as two, you can convert well over your 
population cap. (Convert 100 gatherers and you suddenly find yourself with over 200 
population.) This, however, is extremely expensive, so l wouldn't ever do this unless I had a 
lot of extra resources. 


Morse Major Gods 


‘This section includes a brief overview of the Norse Major Gods, highlighting their civiliza- 
tion bonuses. Use these guidelines to develop your own strategies with them. For more on the 


Norse Major and Minor Gods, check out Chapter 5. 


Odin 
Odin's civilization benefits include: 


$ Regenerating human units. Odin's benefit of human-unit regeneration is huge. The 
units need to be idle to regenerate quickly, though, so every time you finish a battle of any 
sort, make sure to have your army stop and rest along the way to regain their hit points. 


This benefit is better than having a few Egyptian Priests healing you. 
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<> The two Ravens. Using the two Ravens to scout makes Odin's civilization arguably the 
best among the Norse. Be careful: Don't let them be killed by Tower and Town Center fire, 
as they take a long time to respawn. You don't want to put one of them directly over your 
enemy’s military operations. If the enemy has any ranged units, they will auto-kill the 
Raven. And if you are that obvious, the enemy will make an effort to build something to 
kill those Ravens. Your best tactic, after exploring the entire map, is to put the Ravens just 
oft to the side, perhaps over a grove of trees, in order to see everything the enemy is doing 
without being too conspicuous. 


<> Hunting bonus. Since Odin provides a natural hunting bonus, you definitely should 
make huntables your top priority as a food source. 


“Thor 


Thor's civilization benefits include: 


<> Cheaper, better Dwarves. The ability to build Dwarves that cost less and do more can 
really affect the way you play Thor. During a typical game as Thor, [ will build easily more 
than half of my economy with Dwarves, using them primarily on gold but also on the 
other resources if Ì need to. Being able to build Thor's cheaper, better Dwarves can save 
you some crucial food down the line. 


"A Dwarven Armory in any Age. This was one of the last major bonuses we put into the 
game, and it really made Thor fun to play. Since you can build the Armory right away, in 
the Archaic Age (and it costs less than a regular Armory), you can have the structure ready 
to go during the Classical Age, improving your units. And since improvements are 

cheaper tor Thor, you can easily have the most chite fighting torce on the field every time. 
À good idea tor Thor is to sit back and play defensively until you have gotten your 

Heroic Age Armory improvements (which you can get even though youre still in the 
Classical Age). Then it's time to fight! Being two levels above your opponent (an attack Ì 
and an armor upgrade) can swing the battles by over 20% (meaning, if you and your oppo- 
nent have similar units on the battlefield at approximately the same cost, you'll have 20%oft 
your hit points remaining after the fight). With two similarly sized armies, that is huge. 
The Armory also makes Thor very powerful in the late game because you can get addi- 
tonal Mythic Age improvements on your attack and armor. Their benefit can be tough to 
afford and isn't as much of a leap over Iron as Iron is over Bronze, but the ability to have 
even a small advantage over fully upgraded enemy units can really turn the tide of battle. 


Loki 


Lokr's civilization benefits include the following: 


$P Longhouse units train faster. While this is a subtle difference, faster training is actually a 
substantial advantage at high levels of play. 
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<p Cheaper, faster Ox Carts. Since Loki's Ox Carts are much faster, often will use my 
starting Ox Cart to help scout my base in the beginning, while sending a scout toward the 
enemy base. An Ox Cart’s line of sight isn't that great, but I'm generally not doing 
anything else with it right away, so it's a good use for it. Also, since Loki’s Ox Carts are 
cheaper, you can build one sooner than you would a regular one, and then its payoff will 
come sooner, as well. 


<> Hersir can summon free Myth units. This is one of the coolest bonuses in the game. 
Playing as Loki and using a heavy Hersir strategy is quite possible, and it's certainly a lot 
of fun (see the sample strategies at the end of this chapter). Having a Battle Boar or an 
Einherjar pop up in the middle of your battle is just cool. Loki also grants his followers the 
benefit of reduced favor requirements for mythological units! 


<> Faster Hersir. It's much easier to use these faster Hersir effectively, as slow speed is one of 
the Hersir weaknesses. This also makes summoning free myth units that much easier. 


Dorse Sample Strategies 


So what can you do with all this information? This section includes two sample strategies that 
take advantage of the Norse bonuses. When designing a strategy to try in a game, there are 
several things to consider: 


<> What is it youre trying to accomplish? 
<> Whatis the best way to do that? 
<> How can you take advantage of what the game offers? 


<# How must you adjust your style of play to reflect your new strategy? 


Note that these strategies were written on a pre-release version of the game and might not 
work exactly as planned. These are certainly not the only successful strategies for the Norse; 
they re intended to get you thinking about how to take advantage of a civilization's bonuses so 
that you can create your own devastating strategies. 


The Loki Muth Onit, Dersit Bush 


‘This strategy takes advantage of Loki's inherent mythological benefits. First, Loki’s mytho- 
logical units cost less, making it much easter to train them. Second, your Heroes will summon 
mythological units on their own while fighting. Since you're going to be building Heroes 
already, in order to gain more favor, this works out pretty well! On the negative side, the 
Hersir aren't at their best against human units, so we need to train our mythological units fast, 
to support them. 


<> The Start. Queue up gatherers at the Town Center. 


<> Gatherers 1 and 2. Send your two starting gatherers to the berry bushes, with your Ox 
Cart. Your Ulfsark should start scouting in circles around your camp. 


_} 
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<> Gatherer 3. Berries. 

<> Gatherer 4. To berries, [ say! 

<> Gatherer 5. Berries. … Yeah, you get the picture. 

<> Gatherer 6. Hmm. Let's go berries, for something different. 


se Gatherer 7. Send him to the straggler trees around your Town Center. At about the same 
time, start rescarching the Hunting Dogs improvement. While the improvement is in 
progress, reassign all of your food gatherers to hunting. 


<> Dwarf 1. Gatherer 8. Send him to gold. 
<> Ox Cart. Build an Ox Cart and send it to the gold mine, as well. 


<> Dwarf 1. Dwarf to gold. Build a House with your Ulfsark now. 


<> Gatherer 9. Straggler trees. We need to start gathering wood for another House and our 


Temple. 


<> Gatherer 10. Straggler trees. When the stragglers run out, locate a wood-chopping place 
next to either your gold mine (preferable), or your hunters, and move your wood operation 
there: 


<> Gatherer 11. Send to food. We should have enough guys on wood now, so we need to 
start gathering enough food to go up an Age. Continue to move your hunters to different 
hunting spots as each animal is depleted. 


<p Gatherer 12. Send to food. Start building your Temple as soon as youhave the 80 wood 
(your two Dwarves should have gotten you enough gold by now). 


<> Gatherers/D warves 15-20. A mixture of food and gold assignments, depending on what 
you need more of. We need to have a large supply of food and gold to build our Hersir. As 
soon as you ve finished the Temple, advance to the Classical Age and then build a Hersir 
at the Temple. 


Upon advancing, the best God to choose with this strategy is Forseti, because his Healing 
Spring god power is going to help heal your expensive Hersir units after every battle—a 
power you'll need. Plus, Forseti offers the Hall of Thanes technology to improve your Hersir. 
Finally, Trolls are cheap and easy to build, and you will need them to counter the human 
infantry that probably will be sent to counter your Hersir Heroes. As you are advancing to the 
Classical Age (and after getting the improvements to your gold- and wood-gathering), you 
will need to continue to build Hersir units at your Temple (while also building Houses, as 
necessary). 

Ás soon as you reach the Classical Age, place your first Longhouse. Since we can train 
Hersir out of our Temple as well as our Longhouse, we don't need a second Longhouse right 
away. Once the Longhouse is built and you have five to six Hersir, kill any of the surrounding 
wildlife, bears, rhinos, giraffes, whatever, so that you get enough favor to build a Troll. (You 
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also will start getting the favor your Heroes will need to summon mythology units later on.) 
Once you have your Troll and eight or nine Hersir, it's time to attack. 

Ás the battle progresses, continue to train more Trolls and Hersir. Remember to invoke 
Forseti’s Healing Spring. l recommend placing the structure forward of your military build- 
ings, but don't cast it too far forward, because your enemy can take it over and use it for 
himself) 

Keep your Ulfsark in your base to build Houses and eventually a second Longhouse, 
followed by an Armory. Once you have enough spare wood, remember to get the Hall of 
Thanes improvernent to your Hersir. Unless your enemy has already prepared a large army 
of counter-infantry units and Heroes, he's going to be in a lot of trouble, especially when your 
Hersir start summoning free mythology units! 


Thor's Ehrowing Axcman, Dwarf Attack 


This is one of my favorite strategies in the game, and possibly the only strategy that Ì put 
together in the beginning of the development process that actually is still viable at the end. 
This strategy takes advantage of Thor's Dwarf and Armory bonuses. 

What we are trying to do here is to completely streamline our economy so that we 
need very little food. To do this, we will build Dwarves (which cost only gold) almost exclu- 
sively, and then Throwing Axemen (wood and gold) almost exclusively. Against a Norse 
player who counters with Raiding Cavalry, this isn't as effective, but against a Greek or 
Egyptian who counters with a pierce unit, it can work quite well. The reason it works 1s 
because we're also going to use Thor's special Armory to research the Heroic Age pierce- 
armor improvement right away (also requiring only wood and gold), which leaves our units 
heavily armored against arrows. Also, since Thor's Longhouses are cheaper, tt makes them 
that much easter to build, allowing for more Throwing Axeman. 


<> The Start. Queue two Dwarves right away and set your TC rally point at your gold mine. 


<> Dwarves 1 and 2. Send your two starting Dwarves to your gold mine, along with the Ox 
Cart. Start mining gold immediately! Get the gold-mining improvement as soon as you 
can, since you'll need a lot of gold! 


<> Dwarf 3. To gold. 
<> Dwarf 4. To gold. 


$ Gatherer 1. Gold. You might not have enough gold yet to maintain your Dwarf produc- 
tion, so build this gatherer and send him to the mine. After this, though, you should be 
able to go all Dwarves. 


<p Dwarf 5. To gold. 
<p Dwarf 6. To gold. 


$ Dwarf 7. To gold. Once he gets there, take your three gatherers and put one on straggler 


trees and the other two on chickens. 
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<> Dwarf 8. To gold. Now, build an Ox Cart and send it to your chickens. 


<> Dwarf 9. To hunting. As soon as you have enough wood, research the Hunting Dogs 
improvement and send all of your gatherers and the Ox Cart to a huntables area. The 
Dwarf should be done harvesting his first load at about the ttme the Ox Cart arrives. 


<> Dwarf 10. To hunting (or gold, if you're having trouble keeping up Dwarf production). 
Have your Ulfsark build a House. 


<> Dwarf 11. To hunting. 

<> Dwarf 12. To wood. 

<> Dwarf 13. To hunting. 

<> Dwarf 14. To hunting. As soon as you have enough wood, build your Temple. 


<> Dwarves 15-22. Keep building Dwarves and assign them to food until you have the 400 
you need. Advance to the Classical Age as soon as possible. 


Upon advancing to the Classical Age, worship Freyja so that you can train Valkyries, 
which will be effective at helping to kill enemy archers. Âs soon as you have the 400 food 
required to advance, start pulling food-gatherers off their task and move them to wood. You 
will need 150 food for your Medium Infantry improvement, but after you have that, leave two 
guys on food and put all of the rest on wood and gold. If you have the wood, use your Ulfsark 
to build your Armory during the Age-advancement. 

In the Classical Age, build a Longhouse and train Throwing Axemen. Once you have an 
army of around eight Throwing Axemen and have built all of the buildings you need, it's time 
to attack. Since this strategy doesn't rely heavily on subtlety, feel free to attack head-on. Our 
goal Is to overwhelm the enemy. Focus on taking out any military buildings that they are 
trying to put up, and remember to take out their Towers. (Eliminating gatherers is always a 
plus, but get the military buildings first— if he can't build counters to you, then you cant be 
stopped). 

You can continue to build Dwarves instead of gatherers (keep sending them to wood and 
gold), so your food resources can be saved for improvements to attack and armor. If you ever 
feel you don't have time to move your Dwarves to a new gold mine, invoke Thor's Dwarven 
Mine god power to provide you an extra 1,000 gold (in the Classical Age) at the old mine. 

Once you have erected a second Longhouse, research the Medium Infantry 1mprove- 
ment. During this, build a third Longhouse. Continue training Throwing Axemen from all 
three Longhouses. Select the Armory and research both the Classical- and Heroic-Age 
pierce improvements while youre fighting. Once you start to overwhelm your opponent, 
switch your gold miners over to a farming operation and play the game normally from 
then on. 
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Appendix 


his section includes all statistics for Greek, Egyptian, and 

Norse units, mythological units, and improvements. You'll 
also find the complete list ofrelics (randomly placed in single-player, 
random-map, and multiplayer games) and their benefits, at theend of 
this Appendix. For more information on military units, mythological 
units, and improvements, check out Chapters 3, 4, and 5 of thís 
strategy guide, which cover the Greek, Egyptian, and Norse 
cultures, respectively. 


fl 
D 
p 
S 
n 
D 
I 
X 


>42 Dd Alppendix 


Table Entries Gxplained 


will increase the base attack by 2, for a total of 22. Research order is 
not important. All improvements are to the original base value. All 
numeríical values, such as +5 to bonus damage, equal an absolute 
increase to the base value. 


These entry explanations apply to all of the tables in this appendix. 


<> Unit, or Improvement — The name of the unit or improvement. 


<2 Cost — The resources required (food, wood, gold, or favor) to train the unit or research the 
improvement. 


<2 Hit Points — The base amount of the unit's hit points, with no improvements. 


<> Attack Damage — The base amount of the units attack, with no improvements. “Hack” 
damage is done at close range (as with a sword), “pierce” refers to ranged attacks (arrows), 
and “crush” generally refers to siege weapons. 


<> Bonus Damage — The base amount of the unit's bonus damage. 


<> Hack Armor — The base amount of the unit’s unimproved hack armor, which helps 
defend the unit against hack damage. 


<p Pierce Armor — The base amount of the unit’s unimproved pierce armor, which helps 
defend the unit against pierce damage. 


<> Crush Armor — The base amount of the unit’s unimproved crush armor, which helps 
defend the unit against siege attacks. 


<> Range — The base range of the unit, with no improvements. 

Line of Sight — The base line of sight of the unit, with no improvements. 
<> Max Speed — The base maximum speed of the unit, with no improvements. | 
2 Special Attacks — Any special attacks of the unit, including 1ts best use as a counter unit. 


<2 Benefits — The effects of a particular improvement. 


In all of the tables ín this appendix, the percentage 
values in the Benefits column adjust the unit’s base 
value. For example, if the benefit is 10% to attack, and 
the unit originally had an attack value of 20, the benefit 
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UNIT COST HIT ATTACK BONUS HACK PIERCE CRUSH RANGE LINEOF MAX 
POINTS DAMAGE DAMAGE ARMOR ARMOR ARMOR SICHT SPEED 
Hoplite 60 food, ie 8 hack N/A 35% 135% 99% N/A 16 4.2 
35 gold 
SPECIAL ATTACK: Counters cavalry 
Hypaspist 60 food, 85 5 hack 4.25 toinfantry, 35 % 10% 99% N/A 16 4.3 
25 gold Hersir, and Heroes of 
Ragnarok 
SPECIAL ATTACK: Counters infantry 
Toxote 55 wood, 60 6.3 pierce .9 to Raiding 135% 15% 99 % 15 19 4.0 
35 gold 
SPECIAL ATTACK: Counters infantry 
Peltast 60 wood, 70 3pierce _4toarchers; 15% 20% 99% 16 20 4,0 
20 gold 3 to Throwing Axemen; 
1.25 to Hypaspists and 
Axemen 
SPECIAL ATTACK: Counters archers 
Hippikon 40 food, 150 9 hack 1.25 to archers 10% 25% 99% N/A 8 sj 
80 gold 
SPECIAL ATTACK: Counters archers 
Prodromos 70 food, 120 6 hack 3 to cavalry 20% 10% 99% N/A 16 6.0 
40 gold 
SPECIAL ATTACK: Counters cavalry 
Myrmidon 70 food, 110 1Ohack 1.5toEgyptian 45% 20% 99% N/A 16 4.0 
50 gold and Norse units; 
1.0 to Axemen and 
Throwing Axemen 
SPECIAL ATTACK: Counters Egyptian and Norse units; Zeus only 
Hetairoí 60 food, 110 8 hack 3.5 to buildings 10% 40% 99% N/A 16 4,8 
100 gold 
SPECIAL ATTACK: Counters buildings; Poseidon only 
Gastraphetes 120 wood, 60 8pierce, N/A 15% 15% 99% 24 16 4,8 
80 gold 6 crush 
SPECIAL ATTACK: Counters buildings; Hades only 
Petrobolos _150wood, 110 llerush; 2.5 to ships 30% 90% 80% 28max, 40 2.4 
200 gold ì pierce 10 min 
SPECIAL ATTACK: Counters buildings and ships 
Helepolis 300 wood, 700 1Zerush; N/A 20% 96% 50 % 10 18 2.9 
200 gold 5 pierce 
SPECIAL ATTACK: Counters buildings; transports uníts 
Trireme 100 wood, 290 6pierce _3totransport 30% 20% 10% 12 24 6.0 
50 gold ships 
SPECIAL ATTACK: Counters hammer ships 
Pentekonter 100 wood, 240 20hack N/A 30% 20% 75% 2 16 7.0 
50 gold 
SPECIAL ATTACK: Counters siege ships 
Juggernaut 100wood, 480 6crush _.5tobuildings 10% 50% 10% 18 24 4,8 
100 gold 
SPECIAL ATTACK: Counters archer ships 
Jason 100food, 250 9 hack Z to myth units 25% 35% 99% N/A 16 4.3 
50 gold 


SPECIAL ATTACK: Counters myth units; Zeus only 


continued 
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UNIT COST HIT ATTACK BONUS HACK PIERCE CRUSH RANGE LINEOF MAX 
POINTS DAMAGE DAMAGE ARMOR ARMOR ARMOR SIGHT SPEED 
Odysseus 200 wood, 320 8pierce __ 7Ztomyth units 20% 30 % 99% 18 20 4.0 
2 favor 
SPECIAL ATTACK: Counters myth units; Zeus only 
Heracles 350food, 400 1Ohaek 7Ztomvythunits 25 % 40% 99% N/A 16 4,3 
4 favor 
SPECIAL ATTACK: Counters myth units; Zeus only 
Bellerophon 400 gold, 400 20 hack; 5 to myth units; 20% 40% 99 % 14 max, 16 6,0 
6 favor 100 hack 7 to myth units 4 min 
forjump _forjump attack jump range 
attack 
SPECIAL ATTACK: Counters myth units; Jump Attack with area-effect damage; Zeus only 
Theseus 10Ofood, 240 9 hack Z to myth units 25% 40% 99 % N/A 16 4.3 
50 gold 
SPECIAL ATTACK: Counters myth units; Poseidon only 
Hippolyta 200 wood, 240 Qpierce _ Ztomyth units 20% 30% 99% 18 20 4,3 
2 favor 
SPECIAL ATTACK: Counters myth units; Poseidon only 
Atalanta 350 wood, 350 8 hack Z to myth units 35% 40% 99 % N/A 16 6.0 
4 favor 
SPECIAL ATTACK: Counters myth units; Poseidon only 
Polyphemus 400 gold, 540 15 hack, 5 to myth units; 40% 40% 99 % N/A 20 2.9 
6 favor serush; 7Ztomvythunits 
60hack withgore attack 
for gore 
SPECIAL ATTACK: Counters myth units; Gore Attack; Poseidon attack only 
Argo 250 wood, 480 8pierce 5 to buildings 40 % 25% 20% 16 24 4.8 
8 favor and myth units; 
3 totransport 
SPECIAL ATTACK: Counters myth units; bonus ships damage vs. buildings; Poseidon only 
Ajax 100food, 240 Q hack Z to myth units 30% 35% 99% N/A _ 16 4.3 
50 gold 
SPECIAL ATTACK: Counters myth units; Hades only 
Chiron 200 wood, 300 Zpierce _ 7Ztomythunits 20% 20% 99% 14 20 De 
2 favor 
SPECIAL ATTACK: Counters myth units; Hades only 
Achilles 350food, 340 Q hack Z to myth units 40% 45% 99% N/A 16 50) 
4 favor 
SPECIAL ATTACK: Counters myth units; Hades only 
Perseus 400 gold, 360 Z hack 10 to myth units 20% 40% 99 % 5 for 16 4.3 
6 favor Medusa 
stoning 
SPECIAL ATTACK: Counters myth units; carries Medusa's Head to “stone” units; Hades only 
Kataskopos N/A 70 2 hack N/A 10% 70% QQ % N/A 14 5 


SPECIAL ATTACK: Scout; free but can‘t be replaced 
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Greek _„Muthological Cnit Statistics 


UNIT COST HIT ATTACK BONUS HACK PIERCE CRUSH RANGE LINEOF MAX 
POINTS DAMAGE DAMAGE ARMOR ARMOR ARMOR SIGHT SPEED 
Pegasus All 50food, 140 N/A N/A 50% 50% 99% N/A 18 5 
2 favor 
SPECIAL ATTACK: Flying Scout 
Hippocampus Poseidon N/A ZO N/A N/A 10% 40% 99% N/A 16 6.6 
SPECIAL ATTACK: Naval Scout 
Shade Hades N/A 245 6 hack N/A 20% 20% 99% N/A 16 4.0 
SPECIAL ATTACK: Hades only 
Cyclops Ares 250food, 500 15 hack; 3tomyth 40% 50% 80% N/A 16 BZ 
22 favor 12 crush; units 
30 hack for 
throw attack 
SPECIAL ATTACK: Bonus damage vs. myth units; can throw human units 
Minotaur Athena 200food, 300 15 hack; 3tomyth 60% 50% 80% N/A 20 4.0 
16 favor 10 crush; units 
60 hack for 
gore attack 
SPECIAL ATTACK: Bonus damage vs. myth units; Gore Attack against humans 
Centaur Hermes 150 wood, 220 12 pierce; 3tomyth 25% 35% 80% 12 20 5.0 
12 favor 24 pierce unit 
for accuracy 
attack 


SPECIAL ATTACK: Bonus damage vs. myth units; recharging accuracy attack: double damage and doesn't miss 
Manticore Apollo 300 wood, 420 11 pierce; 1tomyth 30% 60% 80% 16 20 4,3 


28 favor 15 pierce uníts 
for recharged 
attack 
SPECIAL ATTACK: Bonus damage vs. myth units; recharging attack for more projectiles and increased damage 
Nemeankion Aphrodite 250gold, 660 20 hack, 3tomyth 30% 60% 80% N/A 16 4.8 
25 favor 10 crush; uníts 
12 hack splash 
damage from 
roar attack 
SPECIAL ATTACK: Bonus damage vs. myth units; recharging roar attack inflicts splash damage 
Hydra Dionysus 250food, 800 20 hack, 2tomyth 60% 40% 80% 2.0 16 4.0 
28 favor 10 crush units 
SPECIAL ATTACK: Bonus damage vs. myth units; grows heads after kills to increase attack 
Scylla Dionysus 200gold, 1,000 25 hack, N/A 40% 10% 99% N/A 16 on) 
15 favor 12 crush 
SPECIAL ATTACK: Grows heads after kills to increase attack 
Chimera Artemis 200 gold, 600 20 hack; 3tomyth 60% 60% 80% 8for 16 5.3 
30 favor 15 hack for units fire 
fire attack attack 
SPECIAL ATTACK: Bonus damage vs. myth units; recharging fire-breathing attack inflicts splash damage 
Colossus Hephae- 300gold, 1,100 20 hack, 3tomyth 50% 80 % 80% N/A 16 2.4 
stus 40 favor 50 crush units 
SPECIAL ATTACK: Bonus damage vs. myth units; can eat wood and gold to regain health 
Medusa Hera 250gold, 360 15 pierce, N/A 60% 10% 80% 10 18 4,3 
40 favor 12.5 crush 
SPECIAL ATTACK: Can “stone” units 
Carcinos Hera 200 wood, 720 20 hack, N/A 70% 60 % 80% NA 16 4,3 
20 favor 12 crush 


SPECIAL ATTACK: Boiling blood released upon death 
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Greek Emprovement Statistics 


IMPROVEMENT 
Medium Infantry 
Medium Archers 
Medium Cavalry 
Heavy Infantry 
Heavy Archers 
Heavy Cavalry 
Champion Infantry 
Champion Archers 
Champion Cavalry 
Levy Infantry 

Levy Archers 

Levy Cavalry 
Conscript Infantry 
Conscript Archers 
Conscript Cavalry 
Conscript Sailors 
Draft Horses 
Engineers 


Masons 
Architects 
Archer Ship Cladding 


Reinforced Ram 
Naval Oxybeles 


Olympic Parentage 
Lord of Horses 
Vault of Erebus 
Willof Kronos 


Phobos’ Spear of Panic 


GREEK GOD 
All 
All 
All 
All 
All 
All 
All 
All 
All 
All 
All 
All 
All 
All 
All 
All 
All 
All 


All 


All 


All 


All 


All 


Zeus 
Poseidon 
Hades 
Ares 


Âres 


Deimos’ Swordof Dread Ares 


COST 

150 food, 150 gold 
150 wood, 150 gold 
200 food, 100 gold 
300 food, 300 gold 
300 wood, 300 gold 
400 food, 200 gold 
500 food, 400 gold 
500 wood, 400 gold 
ZOO food, 200 gold 
300 food 

300 food 

300 food 

500 food 

500 food 

500 food 

500 wood 

300 food, 200 gold 
300 food, 500 gold 


200 food, 300 wood 
400 food, 500 wood 
200 wood, 200 gold 
300 wood, 200 gold 


500 wood, 200 gold 


200 food, 10 favor 
130 food, 10 favor 
200 food, 10 favor 
200 food, 25 favor 


200 food, 15 favor 
200 food, 15 favor 


BENEFITS 

+ 10% to attack and hit points, +1 to line of sight 

+ 10% to attack and hit points, +1 to line of sight 
+10% to attack and hit points, +1 to line of sight 
+10% to attack, +15% to hit points, +1 to line of sight 
+10% to attack and hit points, +1 to line of sight 
+10% to attack, + 15% to hit points, +1 to line of sight 
+10% to attack, +20% to hit points, +1 to line of sight 
+10% to attack and hit points, +1 to line of sight 


+10% to attack, +20% to hit points, +1 to line of sight 


-20% to infantry train speed 
-20% to archer train speed 
-20% to cavalry train speed 
-20% to infantry train speed 
-20% to archer train speed 
-20% to cavalry train speed 
-20% to shiptrain speed 

+20 % to siege weapon speed 


+10% bonus damage vs. walls to siege weapons, 

+2 to range of Petroboli and Catapult, 

+50 % crush damage to siege towers and Portable Rams, 
+25 % pierce and +25 % crush to ranged siege weapons. 
+20% to building hit points, 

+3 % to building crush armor 


+20% to building hit points, E 
+5 % to building crush armor 


+10% to archer ship pierce damage, 
+4 to archer ship range, +20% to archer ship hit points 


+10% to hammer ship hit points and hack damage 

+9 to siege ship range, +12 to siege ship line of sight, 
+10% to siege ship hit points, +2 to bonus damage vs. 
buildings 

+25% to Hero hit points 

+4 to cavalry line of sight 

+0.75 gold per second 


+50 % to Cyclops hack attack; 
+100% to Cyclops crush attack; -25 % to train speed 


+10% to Hoplite hack damage 
+15 % to Hypaspist hack damage 


Enyo's Bow of Horror Ares 250 wood, 20 favor +10% to Toxote pierce damage 

Labyrinth of Minos Athena 2350 wood, 20 favor Reduce Minotaur cost by 25%; +40 to Minotaur hit points 
Sarissa Athena 200 wood, 25 favor +20% to Hoplite hack armor 

Aegis Shield Athena 300 wood, 25 favor + 10% to infantry pierce armor 

Sylvan Lore Hermes 300 wood, 20 favor +25% to Centaur hit points; +30% to Centaur speed 
continued 
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IMPROVEMENT 
Spirited Charge 
Winged Messenger 


Oracle 

Temple of Healing 
Sun Ray 

Roar of Orthus 


Golden Apples 
Divine Blood 


Bacchanalia 
Thracian Horses 
ÄAnastrophe 


Flames of Typhon 


Shafts of Plague 
Trierarch 

Hand of Talos 
Shoulder of Talos 
Forge of Olympus 
Weapon of the Titans 
Face of the Gorgon 
Athenian Wall 
Monstrous Rage 


GREEK GOD 
Hermes 
Hermes 


Apollo 
Apollo 


Apollo 
Aphrodite 


Aphrodite 
Aphrodite 


Dionysus 
Dionysus 
Dionysus 


Artemis 


Artemis 
Artemis 
Hephaestus 
Hephaestus 
Hephaestus 
Hephaestus 
Hera 

Hera 

Hera 


COST 
250 food, 35 favor 
50 gold, 10 favor 


200 wood, 10 favor 
150 gold, 20 favor 
200 wood, 40 favor 
300 food, 20 favor 


300 food, 200 gold 
200 food, 35 gold 


300 wood, 20 favor 
400 food, 30 favor 
300 food, 20 favor 


400 food, 20 favor 


400 gold, 40 favor 
300 gold, 40 favor 
300 wood, 20 favor 
300 gold, 20 favor 
300 food, 60 favor 
400 gold, 20 favor 
400 wood, 30 favor 
400 wood, 30 favor 
250 food, 20 favor 


BENEFITS 
+10% to cavalry hack attack and cavalry speed 


Reduce Pegasi cost to zero; -50 % to train speed; 
+6 to line of sight 


+6 to line of sight of all units and buildings 
ldle units near Greek Temple are healed one at a time 
+10% to archer, Centaur, and Manticore pierce attack 


+50 % to Nemean Lion pierce armor; 
+20% to Nemean Lion hack armor 


+15 % to villager worship speed 


20% faster villagers; +20% to villager build speed; 
+10 to carry capacity 


+5 % to hit points for all units 
+20 % to cavalry hit points 


+20% to Pentekonter hack damage; 
+ 10% to velocity; -25 % to training speed 


+30 % to Chimera hack and fire-breathing attack; 
+20 % to Chimera hit points 


+15% to archer pierce damage 

+20% to Trireme crush armor 

+100 to Colossi hit points 

+200 to Colossi hit points; +20% to Colossi hack armor 
Reduce Armory improvement costs by 25 % 

+ 10% to Myrmidon, Hetaíiroí, Gastraphetes attacks 

+3 3% to Medusa hit points 

+30 % to building hit points; +1 0% to wall hit points 


+25 % to mythological unit hack, pierce, 
and crush attacks 


Greek Improvement Statistics Dd 247 


4 $ 


Gguptian Cnit Statistics 


UNIT 


Axeman 


Slinger 


Spearman 


Chariot 
Ärcher 


Camelry 


War 
Elephant 


Pharaoh 


Priest 
Mercenary 


Mercenary 
Cavalry 


Siege Tower 


Catapult 


Kebenit 


Ramming 


Galley 


War Barge 


COST HIT ATTACK BONUS HACK PIERCE 
POINTS DAMAGE DAMAGE ARMOR ARMOR 

40 food, ri 5 hack 4 to infantry, Hersir, 40% 5 % 
30 gold and Hero of Ragnarok 
SPECIAL ATTACK: Counters infantry 
60 wood, 653 3pierce _ 4toarchers; 3 to 15% 20% 
24 gold Throwing Axemen; 

1.25 to Hypaspist 

and Axeman 
SPECIAL ATTACK: Counters archers 
50 tood, ZO Z hack 1.2 to cavalry 40% 20% 
20 gold 
SPECIAL ATTACK: Counters cavalry 
100 wood, 90 8.5 pierce N/A 30% 25% 
40 gold 
SPECIAL ATTACK: Counters infantry 
50 food, 125 8 hack 1.75 to cavalry 15% 30% 
Z0 gold 
SPECIAL ATTACK: Counters cavalry 
180food, 450 12hack 3tobuildings 10% 40% 
Z0 gold 
SPECIAL ATTACK: Counters buildings 
N/A 100 12pierce 5 to myth units 15% 15% 
SPECIAL ATTACK: Counters myth units; empowers buildings 
(20% to gather rate, 200% to build rate, 30% to train rate) 
100gold 90 3pierce 7 tomvythunits 10% 0% 


SPECIAL ATTACK: Counters myth units; heals units; Ra's Priest empowers buildings (25 % to gather rate) 


90 gold 85 8 hack N/A 45% 30 % 
SPECIAL ATTACK: Counters cavalry; fast training speed; short lifespan 
120 gold 190 8 hack N/A 60% 10% 


SPECIAL ATTACK: Counters archers; fast training speed; short lifespan 


200 wood, 350 50 crush; N/A % 96% 
100 gold 3 pierce 

SPECIAL ATTACK: Counters buildings; transports units 

200 wood, 115 50crush; 2.5 to ships 30 % 90% 
200 gold 10 pierce 

SPECIAL ATTACK: Counters buildings and ships 

100 wood, 290 6pierce __3totransport ships 30% 20% 
50 gold 

SPECIAL ATTACK: Counters hammer ships 

100 wood, 240 20hack N/A 30% 20% 
50 gold 

SPECIAL ATTACK: Counters siege ships 

100food, 480 6 crush ‚> to buildings 10% 50% 
100 gold 


SPECIAL ATTACK: Counters archer ships and buildings 
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CRUSH RANGE LINEOF MAX 
ARMOR SIGHT SPEED 
O9 % N/A 16 A 
O9 % 16 20 4,0 
O9 % N/A 16 5,0 
99% 20 24 5.8 
sier N/A 16 6.0 
09% N/A 16 2.9 
99% N/A 16 4.0 
O9 N/A 8 5:0 
99% N/A 20 de 
O9 % N/A 22 Des 
90% 12 for 20 2.9 

ranged, 

3 for ram 
80% 10 min, 40 2.4 

28 max 
10% 152 24 6.0 
10% N/A 16 70 
10% 18 24 4,8 


Cgyptian Muthological Cnit Statistics 


UNIT COST HIT ATTACK BONUS HACK PIERCE CRUSH RANGE LINEOF MAX 
POINTS DAMAGE DAMAGE ARMOR ARMOR ARMOR SIGHT SPEED 
Anubite Anubis 100 food, 200 13 hack; 3tomyth 60% 635% 80% Amin, 16 5e) 
15 favor 135 hack for units 8 max 
jump attack for 
jump 
attack 
SPECIAL ATTACK: Bonus damage vs. myth units; Jump Attack with increased damage 
Sphinx Bast 120 food, 300 11.25 hack, 3tomyth 45% 60 % 80% N/A 22 ze: 
20 favor 5 crush; units 
20 hack with 
whirlwind 
attack 
SPECIAL ATTACK: Bonus damage vs. myth units; Whirlwind Attack with increased damage 
Wadjet Ptah 150 wood, 240 16 pierce N/A 20% 30% 80% 18 20 3.8 
15 favor 
SPECIAL ATTACK: N/A 
Petsuchos Hathor 200 gold, 480 20 crush; N/A 30% 50% 80% 20 24 3.6 
20 favor 50 pierce 
SPECIAL ATTACK: N/A 
Roc Hathor 150 gold, 350 N/A N/A 40% 25% 80% N/A 20 ie) 
15 favor 
SPECIAL ATTACK: Transports units 
Leviathan Nephthys 200gold, 1020 25 hack N/A 40% 60% 80% N/A 22 4.2 
20 favor 
SPECIAL ATTACK: Transports units 
Scorpion Man Nephthys 150 wood, 500 25 hack, 2tomyth 50% 40% 80% N/A 16 5.0 
25 favor bonus poison units 
damage 
SPECIAL ATTACK: Bonus damage vs. myth units; poison damage 
Scarab Sekhmet 300food, 670 12 crush, 5 to 30% 73% 80% N/A 16 Ik 
20 favor 6 hack buildings 
SPECIAL ATTACK: Bonus damage vs. buildings; toxic blood-splatter when killed 
Avenger Horus 250food, 600 28 hack; 3tomyth 60% 40% 80% N/A 18 9.3 
30 favor 25 hack units 
splash 
damage with 
whirlwind attack 
SPECIAL ATTACK: Bonus damage vs. myth units; recharging Whirlwind Attack inflicts splash damage 
Mummy Osiris 200 gold, 350 12 pierce N/A 35 % 50% 80% 12 18 4.0 
33 favor 
SPECIAL ATTACK: Can convert human units into Minions 
Phoenix Thoth 200 gold, 400 20 hack, N/A 135% 55 % 80% 4 20 3.0 
30 favor 30 crush 
SPECIAL ATTACK: N/A 
Sea Turtle Thoth 300 food, 960 25 hack, N/A 40% 20% 80% N/A — 22 SS: 
20 favor 20 crush; 
100 hack, 
30 crush with 
buck attack 


SPECIAL ATTACK: Recharging Buck Attack for increased damage 
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Gguptian Emprovement Statistics 


EGYPTIAN GOD COST 


IMPROVEMENT 
Medium Axemen 
Medium Slingers 
Medium Spearmen 
Heavy Axemen 
Heavy Slingers 
Heavy Spearmen 


Heavy Chariot Archers 


Heavy Camelry 
Heavy War Elephants 
Champion Axemen 
Champion Slingers 
Champion Spearmen 


Champion Chariot Archers 


Champion Camelry 


Champion War Elephants 
Levy Barracks Soldiers 


Levy Migdol Soldiers 


Conscript Barracks Soldiers 
Conscript Migdol Soldiers 


Conscript Sailors 
Draft Horses 
Engineers 


Masons 

Architects 

Archer Ship Cladding 
Reinforced Ram 
Naval Oxybeles 

Skin of the Rhino 
Flood of the Nile 


Feral 


continued 
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All 
All 


100 food, 100 gold 
100 wood, 100 gold 
100 food, 100 gold 
300 food, 200 gold 
300 wood, 200 gold 
300 food, 200 gold 
150 wood, 1 50 gold 
150 food, 150 gold 
200 food, 150 gold 
400 food, 300 gold 
400 wood, 300 gold 
400 food, 300 gold 
400 wood, 200 gold 
400 food, 200 gold 
500 food, 400 gold 
600 food 

600 food 

800 food 

800 food 

500 wood 

300 food, 200 gold 
300 food, 500 gold 


200 food, 300 wood 


400 food, 500 wood 


200 wood, 200 gold 


300 wood, 200 gold 


500 wood, 200 gold 


50 food, 5 favor 


200 gold, 9 favor 
100 gold, 10 favor 


BENEFITS 

+10% to attack and hit points, +1 to line of sight 

+10% to attack and hit points, +1 to line of sight 
+10% to attack and hit points, +1 to line of sight 
+10% to attack, +1 5% to hit points, +1 to line of sight 
+10% to attack and hit points, +1 to line of sight 
+10% to attack, +1 5% to hit points, +1 to line of sight 
+10% to attack and hit points, +1 to line of sight 
+20% to attack, +1 5% to hit points, +1 to line of sight 
+10% to attack and hit points, +1 to line of sight 
+10% to attack, +20% to hit points, +1 to line of sight 
+10% to attack and hit points, +1 to line of sight 
+10% to attack; +20% to hit points, +1 to line of sight 
+10% to attack and hit points, +1 to line of sight 
+10% to attack; +20% to hit points, +1 to line of sight 
+10% to attack and hit points, +1 to line of sight 
-20% to Barracks soldiers train speed 

-20% to Migdol Stronghold soldiers train speed 

-20% to Migdol Stronghold soldiers train speed 

-20% to Migdol Stronghold soldiers train speed 

-20% to ship train speed 

+20% to siege weapon speed 


+10% bonus damage vs. walls to siege weapons, 
+2 to range of Petroboli and Catapult, 

+50 % crush damage to siege towers and Portable Rams, 
+25% pierce and +25 % crush to ranged siege weapons. 
+20% to building hit points, 

+5 % to building crush armor 

+20% to building hit points, 

+3 % to building crush armor 

+10% to archer ship pierce damage, 

+4 to archer ship range, 

+20% to archer ship hit points 

+10% to hammer ship hit points and hack damage 
+9 to siege ship range, +12 to siege ship line of sight, 
+10% to siege ship hit points, 

+2 to bonus damage vs. buildings 

+30% to laborer hack and pierce armor; 

+20% to laborer hack attack 

+0.75 food per second 

+50% to converted animal hack attack; 

+10% to converted animal hit points; 

+10% to converted animal hack and pierce armor 


IMPROVEMENT EGYPTIAN GOD COST BENEFITS 
Feet of the Jackal Anubis 250 gold, 15 favor +50 to Anubite hit points: 
+6 to Anubite jump range; 
+20% to Anubite hack attack 
Serpent Spear Anubis 250 food, 12 favor +15 % to Spearman hack attack 
Necropolis Anubis 250 gold, 10 favor +10% to favor rate 
Criosphinx Bast 250 wood, 15 favor +50 to Sphinx hit points; 
+20% to hack attack; +50 % to crush attack 
Hieracosphinx Bast 400 food, 20 favor +20% to Sphinx speed; +20 % to hack attack; 
+50% to crush attack 
Sacred Cats Bast 110 gold, 10 favor +20% to farming rate 
Adze of Wepawet Bast 100 gold, 10 favor +10% to wood-gathering rate, 
villagers knock down trees in one hit 
Shaduf Ptah 200 wood, 10 favor Reduces farmcost by 33%; 
Increases farm build speed by 200% 
Scalloped Axe Ptah 100 food, 10 favor +10% to Axeman hack attack 
Electrum Bullets Ptah 150 gold, 10 favor +15% to Slinger pierce attack 
Leather Frame Shield Ptah 200 wood, 20favor _+20%to Spearman pierce armor 
Crocodopolis Hathor 400 wood, 30favor +4 to Petsuchos range and line of sight 
Medjay Hathor 250 food, 25 favor +30 lifespan to Mercenary and Mercenary Cavalry 
Sun-dried Mud Brick Hathor 300 wood, 20favor +20%to building hit points; 
reduces cost of buildings by 1 5 % 
Spirit of Ma'at Nephthys 200 gold, 25 favor Reduces Priest cost by 20%; 
increases Pharaoh and Priest healing rate by 200% 
Funeral Rites Nephthys 200 gold, 16 favor +4 to Pharaoh and Priest bonus damage vs. myth units 
City of the Dead Nephthys 300 wood, 20favor +30% to Pharaoh hit points; 
+20% to Pharaoh pierce attack 
Bone Bow Sekhmet 250 wood, 10favor +4 to Chariot Archer range 
Slings of the Sun Sekhmet 200 gold, 20 favor +30% to Slinger bonus damage vs. infantry and 
Throwing Axeman 
Stones of Red Linen Sekhmet 300 wood, 25 favor +20%toCatapult and War Barge crush damage 
Rams of the West Wind Sekhmet 400 gold, 20 favor +20% to Siege Tower hit points and crush damage 
Axe of Vengeance Horus 300 wood, 25 favor +3 to Axeman bonus damage vs. buildings 
Greatest of Fifty Horus 300 food, 20 favor +20% to Spearman pierce armor; 
+1 to Spearman bonus damage vs. archers 
Spear on the Horizon Horus 200 gold, 2 5 favor +10% to Spearman hack attack; 
+30 % to Spearman hit points 
Atef Crown Osiris 300 gold, 30 favor +40% to Mummy hack attack; 
+20% to Mummy hit points; +200% to Minion lifespan 
Desert Wind Osiris 400 gold, 40 favor +20% to Camelry speed, hit points, and hack attack 
New Kingdom Osiris 200 gold, 25 favor Provides second Pharaoh 
Funeral Barge Osiris 500 wood, 30 favor +2 to Kebenit bonus damage vs. archer ships 
Book of Thoth Thoth 400 wood, 30favor +10%tolaborer gather rate 
Tusks of Apedemak Thoth 300 gold, 30 favor +20% to War Elephant hit points; 
+10% to War Elephant hack attack 
Valley of the Kings Thoth 600 gold, 50 favor Migdol Stronghold units train 66 % faster 
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UNIT 


Ulfsark 


Throwing 


Äxeman 
Raiding 


Cavalry 


Hersiír 


Huskarl 


Jarl 


Portable 


Ram 


Ballista 


Longboat 


Drakkar 


Dragon Ship 


COST HIT ATTACK BONUS 

POINTS DAMAGE DAMAGE 
50 food, 80 9 hack 3 to Obelisks 
30 gold 
SPECIAL ATTACK: Counters cavalry 
50 wood, 65 5 hack 2.25 to infantry 
40 gold 
SPECIAL ATTACK: Counters infantry 
40 food, 1035 8 hack 1.25 to archers; 
50 gold 1.75 to Throwing 

Axemen 

SPECIAL ATTACK: Counters archers 
80 food, 130 8 hack 6 to myth units 
40 gold 
SPECIAL ATTACK: Counters myth units 
45 wood, 115 8 hack 2 to archers 
40 gold 
SPECIAL ATTACK: Counters archers 
50 food, 180 9 hack 4 to myth units 
80 gold 


SPECIAL ATTACK: Counters myth units 
125 wood, 250 AOcrush N/A 


125 gold 

SPECIAL ATTACK: Counters buildings 

150 wood, 85 9 pierce, _3toships 
150 gold 4 crush 


SPECIAL ATTACK: Counters infantry and ships 
100 wood, 290 
50 gold 

SPECIAL ATTACK: Counters hammer ships 

100 wood, 240 20hack N/A 

50 gold 

SPECIAL ATTACK: Counters siege ships 

100 wood, 480 ‚> to buildings 
100 gold 


6 pierce 


6 crush 


SPECIAL ATTACK: Counters archer ships and buildings 


3 to transport ships 


HACK 
ARMOR 


30% 


35% 


10% 


20% 


13% 


20% 


0/ 
/o 


20% 


30% 


30% 


10% 


PIERCE 
ARMOR 


5% 


10% 


235% 


135% 


50% 


5 5% 


99% 


80% 


20% 


20% 


50% 


CRUSH 
ARMOR 


99% 


99% 


99% 


99% 


99% 


99% 


90% 


80% 


10% 


15% 


10% 


RANGE 


N/A 


20 


N/A 


N/A 


N/A 


12 for 
ranged, 
3 forram 


LINEOF MAX 
SIGHT SPEED 
16 4.8 
16 4.0 
8 6.0 
16 4.2 
16 5.0 
16 4.8 
14 3.6 
40 2.4 
24 6.0 
16 10 
24 4.8 
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UNIT 


Raven 


Einherjar 


Battle Boar 


Kraken 


Mountain 
Giant 


Frost Giant 


Fire Giant 


Fenris Wolf 
Brood 


Jormund 
Brood 


GOD COST RIT ATTACK BONUS HACK PIERCE CRUSH 
POINTS DAMAGE DAMAGE ARMOR ARMOR ARMOR 
Odin N/A 50 N/A N/A 20% 50% 99% N/A 16 
SPECIAL ATTACK: Respawning flying scout; Odin only 
Forseti 150 wood, 200 12 pierce 3tomyth 50% 5 % 80% 14 20 
15 favor units 
SPECIAL ATTACK: Bonus damage vs. myth units 


Freyja 200food, 360 12 hack 3tomyth 355% 10% 80% 10 20 
20 favor units max for 
healing 
SPECIAL ATTACK: Bonus damage vs. myth units; can heal allied uníts 
Heimdall 150gold, 250 15 hack, 3tomyth Z0% 60% 80% 10for 16 
20 favor 10 crush units attack 
boost 


SPECIAL ATTACK: Bonus damage vs. myth units; uses horn to boost nearby units by 50% 


Bragi 250gold, 720 20 hack, 2tomyth 60% 60% 80% N/A 16 
30 favor 20 crush; uníts 
10 hack bonus 
for buck attack 
SPECIAL ATTACK: Bonus damage vs. myth units; recharging Buck Attack for added damage 
Njord 300 food, 900 30 hack, N/A 50% Z0% 80% N/A 22 
25 favor 20 crush; 
40 hack for 
throw attack 


SPECIAL ATTACK: lees Throw Attack against ships or shoreline human units 


Njord, Hel 300food, 1200 20 hack, 2tomyth 45% 30% 80% N/A 16 
30 favor 25ecrush;30 units 
hack for gore; 
120 crush for 
bash against 
buildings 
SPECIAL ATTACK: Bonus damage vs. myth units; added damage with recharging Gore (units only) and Bash 
(buildings only) attacks 
Skadi, Hel 200 gold, 600 18 hack, 3tomyth 55% 10% 80% Afor 16 
25 favor 12 crush units freeze 
breath 
SPECIAL ATTACK: Bonus damage vs. myth units; recharging Freeze Attack can freeze human unit 
Baldr, Hel 300 gold, 600 25 hack, N/A 60% 80% 80% 14 18 
35 favor 20 crush; 
bonus of 10 hack, 
20 crush for recharged attack 
SPECIAL ATTACK: Recharging attack, with more projectiles and increased damage 
Tyr 150gold, 360 15 hack 3tomyth 40% 50% 80% 25to 16 
15 favor units boost 
SPECIAL ATTACK: Bonus damage vs. myth units; 20% attack boost when extra Fenris within range 
Tyr 200food, 800 40 pierce N/A 20% 30% 80 % 20 24 
15 favor 


SPECIAL ATTACK: N/A 
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RANGE LINEOF MAX 
SIGHT 


SPEED 
4.0 


et, 


's 


Morse Improvement Statistics 


NORSE GOD COST 


IMPROVEMENT 
Medium Infantry 
Medium Cavalry 
Heavy Infantry 
Heavy Cavalry 
Champion Infantry 
Champion Cavalry 


Levy Longhouse Soldiers 
Levy Hill Fort Soldiers 
Conscript Longhouse 


Soldiers 


Conscript Hill Fort 
Soldiers 


Conscript Sailors 
Draft Horses 
Engineers 


Masons 
Architects 


Archer Ship Cladding 


Reinforced Ram 
Naval Oxybeles 


Lone Wanderer 
Pig Sticker 

Eyes in the Forest 
Hamarrtroll 


Hall of Thanes 
Mithril Breastplate 
Aurora Borealis 


Thundering Hooves 


Elhrimnir Kettle 
Safeguard 


continued 


All 
All 


All 


All 
All 


Odin 
Thor 
Loki 
Forseti 


Forseti 
Forseti 
Freyja 


Freyja 


Heimdall 


Heimdall 
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150 food, 150 gold 
200 food, 100 gold 
300 food, 300 gold 
400 food, 200 gold 
500 food, 400 gold 
Z00 food, 200 gold 
600 food 
600 food 
800 food 


800 food 


500 wood 
300 food, 200 gold 
300 food, 500 gold 


200 food, 300 wood 
400 food, 500 wood 


200 wood, 200 gold 
300 wood, 200 gold 


200 wood, 200 gold 


175 wood, 5 favor 
Z0 gold, 1 favor 

50 gold, 2 favor 
200 wood, 10 favor 


300 wood, 10 favor 
100 gold, 10 favor 
200 gold, 10 favor 


300 food, 15 favor 


250 food, 10 favor 


300 wood, 15 favor 


BENEFITS 

+10% to attack and hit points, +1 to line of sight 

+ 10% to attack and hit points, +1 to line of sight 
+10% to attack, +15 % to hit points, +1 to line of sight 
+10% to attack, +1 5% to hit points, +1 to line of sight 
+10% to attack, +20% to hit points, +1 to line of sight 
+10% to attack, +20% to hit points, +1 to line of sight 
-20% to Longhouse soldiers train speed 

-20% to Longhouse soldiers train speed 

-20% to Longhouse soldiers train speed 


-20% to Longhouse soldiers train speed 


-20% to Longhouse soldiers train speed 

+20% to siege weapon speed 

+10% bonus damage vs. walls to siege weapons, 

+2 to range of Petrobolí and Catapult, 

+50 % crush damage to siege towers and Portable Rams, 
+25% pierce and +25% crush to ranged siege weapons. 
+20% to building hit points, +5 % to building crush armor 
+20% to building hit points, +5 % to building crush 
armor 

+10% to archer ship pierce damage, 

+4 to archer ship range, +20% to archer ship hit points 
+10% to hammer ship hit points and hack damage 

+9 to siege ship range, +12 to siege ship line of sight, 
+10% to siege ship hit points, 

+2 to bonus damage vs. buildings 

+10% to Ulfsark speed 

+5 to gatherer pierce attack; +10% to hunting rate 

+3 to infantry line of sight 

+50 to Troll hit points; +2 to Troll range; 

+20% to Troll pierce attack 

+10% to Hersir hit points; +10% to Hersir speed 

+10% to Ulfsark hack armor 

+50% to Valkyrie hack attack; 

+20% to Valkyrie crush attack; 

+3 3% to Valkyrie heal rate 

+10% toJarl and Raiding Cavalry speed; 

+20% to Jarl and Raiding Cavalry hit points; 

+10% to Valkyrie hit points; +20% to Valkyrie speed 

+6 to Einherjar hack damage; 

+10% to Einherjar hit points 


+200% to Tower and wall hit points; 
Reduces Tower wood and gold costs by 25 % 


IMPROVEMENT 
Arctic Wind 

Call of Valhalla 
Swine Array 
Thuríisaz Rune 
Wrath of the Deep 
Long Serpent 
Ring Giver 

Rime 


Winter Harvest 
Huntress’ Axe 
Arctic Gale 


Sons of Sleipnir 
Dwarven Auger 
Rampage 
Granite Blood 


Berserkergang 
Bravery 


NORSE GOD COST 


Heimdall 
Bragi 
Bragi 
Bragi 
Njord 
Njord 
Njord 
Skadi 


Skadi 
Skadi 
Baldr 


Baldr 
Baldr 


Hel 
Hel 
Tyr 
Tyr 


200 wood, 10 favor 
200 wood, 20 favor 
200 wood, 20 favor 
200 wood, 20 favor 
200 gold, 15 favor 
200 gold, 25 favor 
400 gold, 30 favor 
200 food, 20 favor 


200 food, 20 favor 
200 gold, 20 favor 
250 wood, 20 favor 


400 food, 30 favor 


300 gold, 35 favor 


300 gold, 20 favor 
600 wood, 30 favor 
300 wood, 45 favor 
400 food, 30 favor 


BENEFITS 
+10% to Longboat speed and hit points 
+25 % to Ulfsark hit points 
+1 to Ulfsark bonus damage vs. cavalry 
+ 12% to mythological unit speed 
+200 to Kraken hit points 
+20% to Longboat pierce attack and crush armor 
+20% to Jarl hit points 


+33% to Frost Giant hit points; 
+20% to Frost Giant hack attack; 
Frost Giant “freeze breath” recharge 2 5% faster 


+20 % to farming rate 
+20% to Throwing Axeman hack attack 


+20% to Dragon Ship velocity; 
+30% to Dragon Ship hack armor 


+2 to Raiding Cavalry bonus damage vs. archers and 
Throwing Axemen 


+20% to Portable Ram speed and crush attack; 
-20% to training time 


-Q5% to myth unit training time 

+100 to Fire, Mountain, Frost Giant hit points 

+20% to Ulfsark hit points; +10% to Ulfsark hack attack 
+0,5 to Huskarl bonus damage vs. buildings 
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Resource Lmprovements 


IMPROVEMENT 

Pharaoh Empowering 

Ra's Pharaoh Empowering 
Ra's Priest Empowering 
Husbandry 


Hunting Dogs 
Plow 
Irrigation 
Flood Control 
Purse Seine 
Salt Amphora 
Ra’s Rain 


lsiss Flood of the Nile 
Bast's Sacred Cats 
Ptah's Shaduf 

Thoth’s Book of Thoth 
Poseidon’s Lure 


Aphrodite's Divine Blood 
Hephaestus’s Plenty Vault 
Worship Odin 

Odin's Great Hunt 


Thor's Pig Sticker 

Skadi’s Winter Harvest 

Hand Axe 

Bow Saw 

Carpenters 

Bast's Adze of Wepawet 

Pick Axe 

Shaft Mine 

Quarry 

lsis’s Prosperity 

Hades’ Vault of Erebus 

Norse Dwarven miners over other gatherers 
Pharaoh empowering a Monument 
Ras Pharaoh empowering a Monument 
Ra's Priest empowering a Monument 
Anubis’s Necropolis 

Worship Zeus 

Aphrodite's Golden Apples 

Fortify Town Center 

Worship lsis 

Sekhmet's Citadel 
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RESOURCE 


All 
All 
All 
Herding 


Hunting 
Farming 
Farming 
Farming 
Fishing 

Fishing 

Farming 


Food 
Farming 
Farming 
All 


Herding, 


hunting 
All 
All 
Hunting 


Herding, 


Hunting 
Hunting 
Farming 
Wood 
Wood 
Wood 
Wood 
Gold 
Gold 
Gold 
Gold 
Gold 
Gold 
Favor 
Favor 
Favor 
Favor 
Favor 
Favor 


Population 
Population 
Population 


EFFECTS 

+20% to gather rate 

+25% to gather rate 

+25% to gather rate 

+20% gatherrate; 30% faster fattening; 
+15 food-carrying capacity 

+30% hunting rate 

10% faster farming 

15% faster farming 

15% faster farming 

+50% fishing rate 

+25% fishing rate; doubles carrying capacity 


+300% to current gathering rate, but 
+200% to all other players, even enemies. 


+0.75 food per second 

+20% to gather rate 

-33% to cost; +100% to build speed 
+10% to gather rate 

God power erects stone that lures animals 


20% faster villagers; +10 carrying capacity; +25% to build rate 
+10 food, wood, gold every five seconds 

+10% hunting rate 

Randomly doubles a number of herdables or huntables. 


Increased villager damage to animals; +10% to gather rate 
+20% to gather rate 

+10% to gather rate; +5 carrying capacity 

+10% to gather rate; +5 carrying capacity 

+10% to gather rate; +5 carrying capacity 

+10% to gather rate and lets villagers chop down trees ín one hit 
+10% to gather rate; +5 carrying capacity 

+10% to gather rate; +5 carrying capacity 

+10% to gather rate; +5 carrying capacity 

+80% to gather rate 

+0.75 gold per second 

+20% to gather rate 

+4% to favor-gain 

+3 % to favor-gain 

+5 % to favor-gain 

+10% to favor-gain 

Starts with 15 favor, can reach 200 favor, +25 % to favor-gain 
+15% to favor-gain 

+5 population to each settlement 

+3 population to each settlement 

+5 population to the Citadel 


Counter Cmits 


UNIT CULTURE COUNTERS COUNTER WITH 
Hoplite Greek Cavalry Toxote, Hypaspist, Axeman, Chariot Archer, Throwing Axeman 
Toxote Greek Infantry Peltast, Hippikon, Slinger, Mercenary Cavalry, Jarl, Raiding Cavalry, Huskarl 
Hypaspist Greek Infantry Toxote, Chariot Archer, Throwing Axeman 
Peltast Greek Archer Hippikon, Mercenary Cavalry, Raiding Cavalry, Huskarl, Jarl 
Hippikon Greek Archer Hoplite, Prodromos, Spearman, Mercenary, Camelry, Ulfsark 
Prodromos Greek Cavalry Hoplite, Spearman, Mercenary, Camelry, Ulfsark 
Myrmidon Greek Egyptian Toxote, Hypaspist, Cataphract, Axeman, Chariot Archer, Throwing Axeman 
or Norse 
human unit 
Hetairoi Greek Building Hoplite, Prodromos, Spearman, Mercenary, Camelry, Ulfsark 
Gastraphetes Greek Building Prodromos, Mercenary, Camelry Hippikon, Raiding Cavalry, Jarl 
Greek Hero Greek Mythological Human Unit 
unit 
Petrobolos Greek Building Hippikon, Prodromos, Hetairoi, Camelry, Mercenary Cavalry, Raiding Cavalry, Jarl 
Helepolis Greek Building Hippikon, Prodromos, Hetairoi, Camelry, Mercenary Cavalry, Raiding Cavalry, Jarl 
Trireme Greek Hammer ship Juggernaut, War Barge, Dragon Ship 
Pentekonter Greek Siege ship Trireme, Kebenit, Longboat 
Juggernaut Greek Archership _Pentekonter, Rammiíing Galley, Drakkar 
Axeman Egyptian Infantry Toxote, Chariot Archer, Throwing Axeman, Jarl 
Slinger Egyptian Archer Hippikon, Myrmídon, Mercenary Cavalry, Raiding Cavalry, Huskarl, Jarl 
Spearman Egyptian Cavalry Toxote, Hypaspist, Myrmidon, Axeman, Chariot Archer, Throwing Axeman 
Chariot Archer Egyptian ‘Infantry Hippikon, Mercenary Cavalry, Camelry, Raiding Cavalry, Jarl, Peltast, Slinger 
Camelry Egyptian Cavalry Hoplite, Myrmidon, Spearman, Ulfsark 
War Elephant Egyptian Building Hoplite, Prodromos, Myrmidon, Spearman, Camelry, Ulfsark 
Pharaoh Egyptian Mythological Human unit, Hero 
unit 
Mercenary Egyptian Cavalry Toxote, Hypaspist, Myrmidon, Axeman, Chariot Archer, Throwing Axeman 
Mercenary Cavalry Egyptian Archer Hoplite, Prodromos, Myrmidon, Spearman, Camelry, Ulfsark 
Catapult Egyptian Building Hippikon, Prodromos, Hetaíroí, Camelry, Mercenary Cavalry, Raiding Cavalry 
Siege Tower Egyptian Building Hippikon, Prodromos, Hetairoi, Camelry, Mercenary Cavalry, Raiding Cavalry 
Kebenit Egyptian Hammership Juggernaut, War Barge, Dragon Ship 
Ramming Galley Egyptian Siege ship Trireme, Kebenit, Longboat 
War Barge Egyptian Archership Pentekonter, Ramming Galley, Drakkar 
Ulfsark Norse Cavalry Toxote, Hypaspist, Myrmidon, Cataphract, Axeman, Chariot Archer, 
Throwing Axeman 
Throwing Axeman _Norse Infantry Peltast, Toxote, Chariot, Slinger, Raiding Cavalry 
Raiding Cavalry Norse Archer Hoplite, Prodromos, Myrmidon, Spearman, Mercenary, Camelry, Ulfsark 
Huskarl Norse _- Archer Toxote, HAypaspist, Myrmidon, Cataphract, Axeman, Chariot Archer, 
Throwing Axeman 
Jarl Norse Mythological _Hoplite, Prodromos, Myrmidon, Spearman, Mercenary, Camelry, Ulfsark 
unit 
Hersir Norse Mythological Human unit, Hero 
unit 
Portable Ram Norse Building Hippikon, Prodromos, Hetairoi, Camelry, Mercenary Cavalry, Jarl, Raiding Cavalry 
Continued 
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UNIT CULTURE 
Ballista Norse 
Longboat Norse 
Drakkar Norse 
Dragon Ship Norse 


Mythological Unit All 


RBelics 


RELIC BENEFIT 

Ankh of Ra Provides small, continuous favor income 

Anvilof Hephaestus Reduces cost of Armory improvements by 1 0% 

Armor of Achilles +5 % to infantry hack armor 

Arrows of Alfar +20% to building pierce attack 

Black Lotus +10% to farming rate 

Blanket of Empress Zoe +3 % to building crush armor 

Boots of Kick Everything +10% to Hero speed 

Bow of Artemis Reduces cost of archer and Troll by 1 5%; reduces cost of Centaur by 20% 

Buhen Flagstone Reduces cost of walls by 25% 

Canopic Jar of Imsety Reduces infantry training time by 1 5% 

Catoblepas Scales +20% to myth units’ crush armor 

Dwarven Calipers Reduces siege weapon cost by 20 % 

Eye of Horus +2 to Town Centers’ population caps 

Eye of Ornlu +5 % to hack attack of Throwing Axemen, Axemen, Hypaspists 

Fetters of Fenrir +250 pierce damage added to villagers 

Girdle of Hippolyta +3 % to hit points of Toxotes, Chariot Archers, and Throwing Axemen 

Golden Bríidle of Pegasus Respawning Pegasus 

Golden Lions Respawníing Golden Lion at Temple 

Harmonia's Necklace +10% to villager gold-gathering rate 

Harter’s Folly +2 to scout line of sight 

Head of Orpheus +8 to building line of sight 

Hera’s Thundercloud Shawl +3 % to human unit pierce armor 

Khopesh of Horus + l to Hero bonus damage vs. myth units 

Kithara of Apollo +10% to villager speed 

Mithril Horseshoes + 10% to cavalry speed 

Monkey Head Respawning monkeys at Temple 

Nose of the Sphinx +15% to building hit points 

Odin's Spear +35 % hack attack to Hoplites, Spearmen, Ulfsarks 

Oseberg Wagon -25%totrade caravan cost; +15% to trade caravan speed 

Pandora's Box Reduces myth unit training time by 25 % 

Pelt of Argus +6 to all units’ line of sight 

Pygmalion’s Statue +40 % to villager hit points 

Reed of Nekhebet +200% to hack attacks of Sea Turtle, Leviathan, Kraken, Scylla, and Carcinos; 
+200% to Jormund Brood pierce attack 

continued 


258 Dd Appendix 
an 


COUNTERS COUNTER WITH 


Human unit Hippikon, Prodromos, Hetairoi, Camelry, Mercenary Cavalry, Raiding Cavalry, Jarl 


Hammer ship Juggernaut, War Barge, Dragon Ship 
Siege ship Trireme, Kebenit, Longboat 
Archership Pentekonter, Rammiíing Galley, Drakkar 


Human unit; Hero, Ramming Ship (if naval) 
other 

mythological 

unít; building 


RELIC 

Ring of the Nibelung 
Scarab Pendant 
Shard of Blue Crystal 
Ship of Fingernails 
Sistrum of Bast 

Staff of Dionysus 
Tail of Cerberus 
Toothed Arrows 
Tower of Sestus 
Trios Bow 

Trojan Gate Hinge 
Tusk of the lron Boar 
Wand of Gambantein 
Wedjat Eye 


BENEFIT 
Provides small, continuous gold income 


+1 to bonus damage vs. buildings of Portable Ram, Helepolis, Siege Tower, and Scarab 


+5% to villager wood- and gold-gathering rates 

Provides a small, continuous food income 

Reduces víillager cost by 10% 

+20 to villager food-carrying capacity 

Reduces myth unit special attack recharge time by 25 % 

+5 % to archer and Ballista pierce damage 

+30% to Tower pierce attack; + 10% to Tower Burning Oil attack 
+2 to archer and Ballista range and line of sight 

+20 % to wall hit points 

+10% to hit points of cavalry and Chariot Archers 

Reduces cost of Temple improvements by 20% 

Reduces the cost of myth units in food, wood, and gold by 10 % 
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SYBEX° 
www.sybexgames.com 


Conquer the engrossing 
campaign with detailed 
walkthroughs and in-depth 
tips’ for every scenario. | 


e/ eds be Wrath) óf the Godsl 
| Obliterate foes with Greek God Zeus's Bolt, turn enemy 


fortifications into. rubble- with Norse God Heimdall's Undermine, 
and. banish enemies to the far side of the. world with Egyptian 
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_ the unique mythological. God Ptah's Shifting Sands. Age of Mythology Introd uvces 
units and wield the — fascinating new strategic dimensions to the world's best-selling 


HEA god ponen. 
| | real-time- strategy game series, and this exclusive guide wilL tr 


gou master the mythological mayhem. 


Written with the full support of Ensemble Studios and Microsoft 
this ultra-detailed guide is packed with the strategies, tactics, 
and analysis you need to become an BEDEL Age player. 


mas gl Gt \ostde Vo U Find: 


learn hardcore tactics | 
straight from Ensemble (6 Hardcore, advanced multiplayer strategies straight 


Studios’ Eper. from Ensemble Studios’ best players 


Cnleash che wrath of che gods 


8 T horough analysis of each culture, including military 
and mythological units, Major and Lesser Gods, and 
their powers 


G In-depth stats for everything in the die 


G Step-by-step walkthrough of the incredible campaign 


Learn how to build 
Teti lanp Q Detailed economic and military strategies so you 
can build a thriving economy and survive in combat Calor Ar StBr Inside 
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an overpowering military. 
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